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A Letter from the Publisher 


Dear Reader, 

At Sybex, our goal is to bring you the best game strategy guides money can buy. We hire 
the best authors in the business, and we bring our love of games to the look and feel of the 
books. We hope you see all of that reflected in the strategy guide you re holding in your 
hands right now. 

The important question is: How well do YOU think were doing? 

Are we providing you with the kind of in-depth, hardcore gaming content you crave? 
ls the material presented in a way you find both useful and attractive? Are there other 
approaches and/or types of information youd like to see but just aren‘t getting? Or, are 
our books so perfect that you're considering nominating them for a Pulitzer this year? 

Your comments and suggestions are always valuable. We want to encourage even 
more feedback from our readers and make it even easier for you to get in touch with us. 
To that end, we've created an e-mailbox for your feedback. We invite you to send your 
comments, criticism, praise, and suggestions to gamesteedback@sybex.com and let us 
know what you think. 

We can't guarantee we'll respond to every message; but we can promise we'll read 
them all, take them to heart, and then print them out and use the hard copy to make 
festive hats for everyone in the building. 

Most of all, we'll use your feedback to continuously improve the quality of our 
books. So please, let us hear from you! 


Roger Stewart 
Associate Publisher 
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| Introduction 


My colleagues at Ensemble Studios and some important friends of our company jumped at 
the opportunity to write this book for several reasons. Age of Empires ll: The Age of Kings 
is easy to play, but difficult to master. There is a lot of subtlety to the game that can escape 
casual examination. And while many strategy guides are written by writers who have very 
little time to learn a game in depth, we wanted to make sure that our strategy guide hit the 
same quality standard that we apply to everything we do. We also hear from many people 
who want to know more about how we make our games and what we are about and 
thought this was a great opportunity to share our vision and enhance your enjoyment 

of our work. 


Ensemble Studios and 
the Age of Empires Games 


Ensemble Studios is a small software development company based in Dallas, Texas. We 
developed the two premier games, Age of Empires and Age of Empires ll: The Age of 
Kings, as well as the Rise of Rome Expansion Pack for Age of Empires. All three were 
published by Microsoft. 

Age of Empires was released in late 1997 and quickly became one of the most 
successful games of the year. It won numerous awards and became the most popular 
retail game played on the MSN Gaming Zone (the Zone), an Internet web site offering 
matching services for multiplayer games. As a multiplayer strategy game, we anticipate 
The Age of Kings will become at least as popular as the first title. We hope it will be as 
successful around the world as Age of Empires was. 

Our company is dedicated to developing games of the highest quality, that reach 
a large audience, and that achieve blockbuster status. We have built a great team of 
talented professionals, many of whom were new to this industry. The production of this 
strategy guide supports our vision of creating great gaming experiences for players of all 
skill levels. 


Gaals for This Book 


This book was written to help novices learn the basics of playing The Age of Kings (AokK) 
and to help average players become much better players, if not experts. Although AoK has 
been designed to be easily accessible and fun for players of any skill level, it's a deep game 


Introduction 


that requires much experience and practice to master. This can make playing multiplayer on 
the Zone frustrating for new or average players, especially against experts. 

This book has been written by those experts to teach you how to improve your 
game. Armed with the knowledge provided here, you'll possess the principles, tactics, 
and strategies that great players call upon every game. You will still need to play many, 
many games to hone your skills, but knowing what to do and why is the first step. We 
believe the information provided in this book will also help you appreciate AokK and get 
much more enjoyment out of it. There is a lot of great gaming experience in this game, 
and this book will help you explore it. 

Our strategy guide has been divided into four parts. The first part discusses the 
basic information you need to know to play competently. Part ll provides the secrets and 
advanced strategies you should know to become a really great player. Part lll walks you 
through the single-player campaigns, with notes on each scenario by Ensemble's 
designer Greg Street. Part IV provides notes on the development of Age of Empires and 
a description of our company and our design philosophy. 


Online Cpdatcs 


In addition to all the strategies and walkthroughs you'll find in thís book, we're preparing 
two additional related resources that will be available online. 

Thefirst is an essay on using the campaign editor, written by Paul Schuytema with 
insights from ES’ Greg Street. 

The second is a series of scenario maps. Right before this book went to press, we 
perfected a way to generate large graphic files that show the layout of each scenario. 
You'll see a sample in Figure 1. 

You can find the campaign editor essay plus maps for some of the single-player 
scenarios on both the Ensemble Studios and Sybex web sites: www.ensemblestudios.com 
and www.sybexgames.com. 


Do (e Ás is often the case with strategy games, some of the game | 
data was ín flux toward the end of the project, so there’s the possibility that Mae 
a few of the statistics in thís book will not match the gamc’s final numbers. NEL. 


lf that happens, you'll be able to find updated information by going to Á ) ilÁ 
www.sybexgames.com. f | 
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Figure 1: Asample scenario map. 


Shout This Book 


We were working crazed crunch-time hours to finish the 
game when we got the opportunity to work with 
Sybex on this book. So that we could meet the 
demanding publishing schedule, we 
enlisted the help of several of the 
top Age of Empires players 
in the world. They 
were the Merry 


We already had 
in place a group of A0E 
experts, called the Alpha Group, 
who were playing early versions of the 
game for us. We solicited their feedback on 
the game as development neared completion. From 
this group, we chose three truly great players to help 
write this book. 

Tim (out4blood) Seitz, James (helegator) Cann, and Arthur 
(_lX_Medierra) Bruno have an outstanding record in muläplayer games on 
the Zone and have helped many players improve their game. They were actually 
thinking of doing their own guide to the game and have had experience presenting 
expert advice about playing on the Internet. They jumped at this opportunity and 
provided the information in Chapters 1 through 8. 

[im is a graduate of the U.S. Military Academy at West Point and the Harvard 
Business School. As a trained military officer, he brings unique insight to the analysis 
of waging digital war. He is perhaps the best of experts in breaking down the game into 
details that can then influence play choices. 


Introduction 


James narrowly escaped a career in medicine to start a software company. He 
is currently developing his own business related to Internet gaming. He is 
known as a ferocious attacking player and as one of only a handful of 
people to master both Random Map and Deathmatch settings. 
Arthur is a graduating college student and Ancient 
History major hoping to find a career in computer 
gaming. He is known as an excellent teacher 
and as a player who doesn't always do 
the expected. 


Paul Schuytema 
is a game developer and 
designer with stints at several top 
companies. He is also an accomplished 
strategy guide writer. We enlisted his help for 
writing the single-player campaign walkthroughs. 
He did a masterful job, especially considering that the 

scenarios were still changing up to the last days of development. 
We also received help and tips from Kevin (The Sheriff) Holme, 
another top Age player. Kevin worked at Microsoft on the AoK test team and 
shocked our group by his ability to beat anyone at Ensemble. Our co-writers held 
their own playing The Sheriff, so that tells you how good they are. 

Several Ensemble staffers got involved in the books development. l wrote or 
rewrote parts and edited the rest at least once. Sandy Petersen also helped with editing 
and covered the completion of the book from our end when | was called away for some 
public relations appearances. Scott Winsett, AokK's co-art lead, pulled together many of 
the art elements that enhance the book's appearance. Most of this art comes right from 
the game. Greg Street, another Ensemble designer, provided historical and developer 
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notes for the single-player scenarios. We believe you'll find the inside look that Greg’s 
comments provide quite interesting. 

We benefited greatly from having Willem Knibbe as our editor. Willem is a 
respected game journalist. His knowledge of games was a great bonus to his ability to 
clean up the writing of us gamers. 

We owe thanks to Microsoft for agreeing with our vision for this book. Thanks also 
to Dan Brodnitz, Tony Gee, and Roger Stewart of Sybex, plus Diana Van Winkle, layout 
and design, and Andrea Fox, proofreader, for giving us so much help and putting this 
together in an amazingly short amount of time. 

— Bruce Shelley 


Fundamental 
Strategies and 
Tactics 


he Age of Kings is an unusually deep and complex strategy 
game —so much so that even experienced gamers can have a hard time 
getting started successfully, let alone mastering all its subtler challenges. 
This section will familiarize both new and experienced players with AokK's 


basic strategic underpinnings. 


The economic strategies in Chapter 1 will have your civilization rolling 
in resources ín no time, while the essential exploration, upgrade, and 
combat strategies in Chapters 2 and 3 will give you a good strategic 
foundation for creating and managing your armies. Understand and 
implement the information presented in these three chapters, and 


you’llbe well on your way. 


Building a 
Strong Gconomu 
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tits heart, The Age of Kings (AokK) ís primarily an 


economic game. fo be successtul against both computer and 


____human opponents, you must learn the techniques for building 


and managing a strong and healthy economy —one that will 
enable you to advance quickly through the ages, train alarge 
military, research upgrades to make your troops more 
powerful, and research technologies that will improve your 


economy even further. 


Thís chapter applies to all Aok game modes but ís especially 
useful in skirmish and multiplayer games. lt starts with a 
discussion of economic goals that describes how you should 
plan your economy to fit your particular strategy or playing 
style. Next we'll cover gathering techniques and look at how 
to maximize your economy’s efficiency as 


you accumulate each of the 


game's four resources: ets ME Nike, 
food, wood, rn on 
zr tarn (A 
gold, and stone. | Rf Nile, 
XE: | á ses SH , 
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© ns 4 


Chapter 1 
Building a Strong Economy 


Gconamic Goals 


How to best set up your economy depends on your strategic goals for the particular game 
you are playing. lt also depends on your playing style and whether you are playing head-to- 
head against one player or as a team against others. When thinking about and planning 
your economy, keep these maxims in mind: 


W Strategy First, Economy Second 

W KeepltBalanced 

Y_UseltorLose lt (but Remain Flexible) 
WV BeEfficient 

W _ KeepltLow Maintenance 


Stratcgu First, Gconomu Sccond 


Before even starting the game, determine your initial strategy. lf you re playing a team 
game, talk over strategy with teammates before the start by using the team chat function. 
You may have to alter your plans as the game progresses due to the terrain or your 
opponents strategy. lf you are playing a random civilization game, your strategy may 
change based on the distribution of civilizations, since some civilizations work better with 
certain strategies. 

Determine how your strategy will impact your economy. lf you plan to attack your 
opponent with infantry in the Feudal Age, you will need to have a large portion of your 
economy initially devoted strictly to food. Later, you can divide your attention between 
food and gold, only gathering enough wood to make multiple barracks. lf you plan to 
jump to the Castle Age and make cavalry archers and siege weapons, you ll want to get 
just enough food to advance to the Castle Age and then devote most of your economy to 
wood and gold. 

Whatever you choose, remember to adjust your economy to fit your particular 
strategy. Your economy should support your strategy. Don't be forced into a game plan 
because of a poor economy. 


Keep It Balanced 


Aok requires you to manage four different resources. Keeping an economy balanced is one 
of the most common problems new players encounter when playing AoK. Alltoo often, 
they have too much wood and not enough food, or enough food and gold, but not enough 
wood to build a barracks. 
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À good economy is always balanced. Balance refers to gathering resources in 
proportion to how you plan to spend them. Don't gather only wood, or only food, for 
example. By keeping resources balanced, you ensure a sound economy. Make sure you 
have the right amounts at the right time. 


When thinking about 
balance, also consider how 

, you're using your economy. 
Tw You need gold to make strong IÊ, for example, you want to 
infantry armies, but balancing that need continually pump out men-at- 
against others can be tricky. If you start arms from your barracks in the + 
mining gold heavily during the Dark Age, Feudal Age, you should be able: 
you'll find yourself advancing to the Feudal to gather 60 food and 20 gold 
Age more slowly than your opponents, and in the 21 seconds it takes to 
chances are you'll be overwhelmed, despite train a man-at-arms. If you 
your stockpile of gold. tf you start mining too want to train from two barracks 
late, you won’t have any gold when it ís time simultaneously, you will need 
to advance to the Castle Age or train large to gather 120 food and 40 gold 
contingents of infantry from your barracks. every 21 seconds. Thesame # 
Depending on your strategies, it's usually math applies if you want to 
best to start mining gold when the rest ee 6 maintain production from 
of your economy ís in place and you've <a ‘ three barracks. You'll need to 

advanced to the Feudal Age. ME maintain around ten farms 

ex. and three gold mines for every 
barracks from which you want 
to continually train troops. 
Anything less, and eventually you run out of one of the required resources for training 
new men-at-arms. 

The secret to having a balanced economy is knowing what you need to gather 
before you need it. 


| 
JR Cse It or Loose Et (but Bemain Flexible) 


Another problem many players — even veterans —overlook is too much stockpiling of 
resources. Stockpiled resources are idle. ldle resources are a waste. Always strive to either 
make your economy better, or make your opponent’s economy worse. 

Unless you're saving up for a particular use, such as advancing to the Imperial Age, 
almost all resources should be employed productively. Resources are like dollars: 
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Hiding them under a mattress is wasteful. In general order of priority, employ resources 
in one or more of several ways: 


Train more villagers 

Research technologies to improve your economy 
Train military units 

Research technologies to improve your military units 


Build new buildings 


« € € € & € 


Advance to the next age 


However, as with dollars, maintain a “rainy-day fund.” lf tragedy strikes or battle 
conditions change, you can prevent being stranded with no resources with which to 
react. This is called flexibility. For example, if you invested all your resources into 
infantry and then find out your opponent is making a large army of cavalry archers, 
you ll want to be able to quickly switch over to making skirmishers. This ability to react 
is directly dependent on how flexible and balanced your economy is. 


Be Efficient 


[here are efficient techniques and there are inefficient techniques for gathering resources. 
Of course you'll want to gather resources in the most efficient manner possible. Some new 
players start farming in the Dark Age to gather food, not realizing how wasteful this can be 
when there are other, cheaper ways of gathering food readily available. 

To be efficient, do three things: 


W Gather resources using the fastest method. Some methods are faster than others, 
and this chapter describes the best methods. Use them. 


Y _Putidle villagers to work. Other than garrisoning villagers during an attack on 
your town, you should never have idle villagers. Never! 


\ Keep villager walking-time to a minimum. Villagers waste a lot of time walking 
back and forth from resources to drop-off points. Keep drop-off points and 
resources as close together as possible. 
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A. Keep It Low Maintenance 


The last general consideration is maintenance. You will be more successtul if you can 
devote your attention to the fun stuff, like crushing your enemies, rather than on maintain- | 
ing an economy. Fortunately, AoK includes several nifty features that make keeping watch 
on your mighty economy easy and fun. 


st Motkcus 

Hotkeys allow you to quickly 
change the focus to critical 

„ buildings, units, or areas of the 
map. Scrolling across the map 
for every little villager is very 
ttme-consuming. Learn the 
hotkeys and make liberal use 
of them. lfremembering the correct keys is a problem, customize them to your own style. 
Most top players play with both hands: one on the keyboard, one on the mouse. 


Idle Villager Button 


Villagers are notortously lazy and stop working whenever they think they can get away 
with. it. A new feature and one of the most important hotkeys in AoK allows you to quickly 
find these idle villagers: the *.” key cycles through all of them. This lets you quickly locate 
those slackers and put them back to work whenever they take an unauthorized break. 
Those who played the first AoK will recognize that this ís a great innovation for keeping 
those lazy villagers productive. 


Sound Cucs 


AoK incorporates oodles of sound cues to let you know something important has just 
happened. Unique sounds report when farms or fish traps run out of food, units come 
under attack, buildings are constructed, new villagers are produced, and many other 
events. Quickly jump to that event by using the “last event” hotkey (the default is Home 
or the third mouse button). You can even cycle through the last five events by repeatedly 
hitting that hotkey. 


Tip Researching the wheel- 
barrow and handcart increases the 


villagers’ carrying capacity and walking 
speed, so you'll gather resources faster. ‚ 


Economic Minimap 


Now you can quickly see how many villagers you have performing each task and how 
many are idle by looking at the numbers on the bottom left of your screen. Use this 
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information to quickly check whether your economy is balanced the way you want. See 
Figure 1.1 for an example of the Economic Minimap. 


Figure 1.1: 

The Economic Minimap 
helps you keep track 
of what your villagers 
are doing. 


Gather Points 


Another new feature in AoK is the ability to set gather points for your units as they are 
produced. This is especially helpful for the economy, because now we can assign villagers 
to atask before they are even created! This helps eliminate those idle seconds between 
the time they are produced and the time we assign them to a job. To set the gather point, 
highlight the town center or another building, then right-click on the resource, another 
building, or the area where you'd like those who emerge from the building to congregate. 
Figure 1.2 demonstrates setting a gather point so new villagers move immediately to the 
assigned task. 


Figure 1.2: 
Setting a gather point: 


Villagers will emerge from 


the town center and begin 


chopping wood at the tree 


near the flag. 
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Resource Gathering ‘Eechniques 


There are four resources you are able to stockpile in AoK: food, wood, gold, and stone. 
There are multiple ways to get each resource, and this section will describe how to stockpile 
each most effectively. 


4, Zl Gathering with Villagers 


The simplest and most efficient way to get resources is to gather them using your villagers. 
This is pretty straightforward and how you'll get 95 % of your resources in every game. 


Food 


Food is by far the most important resource. You require food to train new villagers to build 
up your initial economy. You need food to make most of your military units, and you will 
need a lot of food to advance to the later ages. 


f HerdingSheep Sheep are the best food source to gather at the start of the 
game. The gathering rate is very fast, and you don't need wood to build a 
collection point, which is where villagers deposit their harvests. Mutton is 
deposited in the town center, and you can eliminate villager walking time 
by placing the sheep inside the town center outline. 

At the start of a multiplayer random-map game, four sheep are 
somewhere in the vicinity of your town center. Scout your immediate vicinity to locate 
that first flock of sheep. See Figure 1.3 for an example of random sheep placement. 

When a sheep enters one of your units’ line of sight (LOS), it comes under your 
control. This applies to both neutral (gray colored) and enemy controlled (enemy color) 
sheep. The clink of a shepherd's bell reports when new sheep come under your control. 
Focus on the new sheep by using the “last event” hotkey. You can steal enemy sheep in 
this manner by moving a unit near them. If an enemy unit is near one of his sheep, 
however, you won't be able to steal it. 

Once sheep are under your control, move them like any other unit. To slaughter 
sheep, click on a villager and right-click on a sheep. The villagers first guide the sheep to 
the nearest food collection point (mill or town center) and then begin gathering. 

In the Dark Age, each villager gathers 10 food before returning to a drop-off point. 
Äfter all the meat from a sheep has been harvested, villagers look for the next available 
sheep. lf there are no more sheep to slaughter, the villagers become idle. See Figure 1.4 
for an example of villagers collecting food from sheep. 


10 
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Figure 1.3: 
Using your scout to find 


your initial sheep. 


Tip If you're unable to steal your enemy’s sheep, you can kill them by 
selecting one of your units and right-clicking on the sheep. This deprives your 
enemy of a valuable food source. Be careful! Your opponent will probably 

not like thís very much and may attack you. 


Each sheep has a value 
of 100 food before being 
slaughtered. Sheep decay Tip To be most efficient when 
rapidly, however, as do all slaughtering sheep, first move the sheep into 
wildlife food sources. The the outline of your town center, before 
amount of food you can collecting food from them. This eliminates 
collect depends upon the the need for your villagers to walk back and 
work rate of your gatherers forth to the town center to drop off food. 
and the number of 
gatherers working on each 
sheep. Briton villagers gather food from sheep at a faster rate, so they are able to gather 
more food from each sheep. Table 1.1 illustrates the amount of food you can expect to 
gather from a sheep based on the number of villagers assigned to each one. 
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Figure 1.4: 
Collecting e % from sheep 


decay a. 


Table 1.1: Average food collected from sheep 


Number of Villagers Average Food Briton Average Food All 
perSheep ___VillagersCollect _ OtherTribesCollect 
62 56 


After you've found all nearby sheep, continue scouting the map for others. Sheep are 
randomly placed around the map just like other resources. They are always found in pairs, 
soif you find one, another should be nearby, unless another player already found it. Scout 
around your location first before searching for the enemy. Sheep are the most valuable food 
resource early in the game, and there may be several flocks close by. 
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Foraging If youcan’tfind sheep right away, foraging berries will 
generally be your first source of food in the Dark Age. Foraging is very 
slow, but requires little walking for your villagers. 

There is almost always a patch of berries near your town center. 
Your first berries will be in a patch of six bushes. Each bush contains 
125 food, for a total of 730 food. To collect berries, select your villagers 
and right-click on one of the berry bushes. The villagers move to the 
bushes and begin foraging food. 

Villagers gather berries until they 
have 10 food, then return to the town 

: center to drop them off. 

Tip To optimize food To gather food most efficiently build 
gathering from sheep, slaughter a mill near the bushes to reduce the 
KO CES eeN amount of time your villagers spend 
RA aken OE Ad. Walking from the bushes to drop off food. 
Assign more villagers and you Kd Place your millas close to the bushes as 
may cause them to bunch up and ì possible in most cases. This is slightly 

block each other's way. EN. better than leaving a row of empty tiles 

S®5 betweenthebushes and your mill. (Tiles 
LJ are mapblocks, witha walltakingup a 
xl tile while a house takes up 2x2.) See Figure 1.5 for an example of good mill placement. 
Note that the mill is located to take advantage of nearby shore fish also. 


Figure 1.5: 
Villagers won't have to 
walk far with their berry 
and fish harvests. 
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To make gathering as efficient as possible, assign no more than five to six villagers | 
to foraging duty at a particular berry patch. lf you employ more than this number, they 
tend to bump each other and mill about, rather than diligently going about the business 


of foraging. 
Once your villagers have completely stripped a berry patch, they go idle until 
reassigned. Watch for this to minimize idle time. 


Tip To really optimize your food intake at the start of the game, 


assign five to six villagers to shepherding and five to six to foraging. | | 
This optimizes both food sources. | 


Hunting Huntingis the fastest way for all civiliza- 
tions to get food, but its unique characteristics cause 
it to generally be the third or fourth food source 
chosen, after sheep, foraging, and occasionally 
farming. There are two types of wildlife you can 
hunt: deer and wild boars. 

Hunters attempt to gather 
all of the food from a carcass 

: | before returning to a drop-off 
Tip If you're hunting and need point, and they can carry 
food right away, order your villagers to more meat than other food 
return to fhe nearest drop-off point early. resources. In the Dark Age, 
Just select your villagers and right-click on they will collect up to 35 food 
the drop-off point, then order them back jr each before returning. When 
to the carcass. If you have built a mill ee Wid you need a constant source of 
near your hunting grounds, you can Br food, such as in the beginning 
do thís without adversely impacting WB to train villagers, hunting may 

your food intake. | Be not be your best option. 
| Villagers shoot arrows at the 
ti wildlife to kill it so that the food 

can be gathered. Deer have only 5 hit points and are easily killed, but wild boars fight back 
and can be dangerous to small groups of hunters. Boars have 70 hit points and an attack 
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strensth of 6. Generally, six hunters are required to safely bring down a wild boar, but 
fewer can manage it on occasion. 

Deer contain 140 food and wild boars contain 340 food. Deer and wild boars decay 
rapidly, however. The amount of food you are able to collect depends upon the work rate 
of your gatherers and the number of gatherers you have on each carcass. Mongol 
villagers gather food from carcasses at a faster rate, so they get a bit more food trom 
each carcass. Table 1.2 illustrates the amount of food you can expect to gather from a 
carcass based on the number of villagers assigned to each one. 

Deer and wild boars are typically not located near your town center, like berries and 
your first sheep. This is another reason hunting may take a backseat to other methods of 
food gathering. You must explore to locate good hunting grounds —use the scout. If the 
animals are far from your town, it is more efficient to build a mill near the hunting 
grounds so that your villagers don’t have to walk all the way back to town to drop off 
food. As a rule of thumb, if the animals are more than 10 tiles away, build a mill. 


Table 1.2: Áverage food from deer and wild boars 


Number of Villagers Average Food Average Food 
per Carcass Mongol Villagers Collect All Other Tribes Collect 
Deer Wild Boars | Deer Wild Boars 

Ì O5 KE) 85 174 

2 110 Zk 107 230 

8 121 293 116 20 

= 126 OL 2 293 

5) 130 324 124 El 

6 32 330 126 306 


Tip Try to lure wild boars to your town center or mill by aftacking 
with one villager and running away. You can lure several boars near your 
food depositories in this manner and save yourself walking time and/or the 
wood it would cost to build another mill. See Figure 1.6 for an example of 

thís technique. 
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Don’t send villagers out to hunt in groups of less than five or six. Smaller hunting 
parties may get hurt trying to kill wild boars. Additionally, wolves or enemy scouts may 
attack your hunters, and you want to be able to defend yourself with no casualties. 


Farming Farming is your main source of food over the long run. Once 
the berries, sheep, deer, and wild boars run out, farming is the most 
dependable source remaining. Additionally, you can do most of your 
farming near the safety of your town center, where you can quickly 
garrison villagers in case of attack. 

For most civilizations, the gathering rate from farming is 
actually faster than from any other source besides hunting. 
Farming is less desirable in the early ages, though, because it costs a lot of wood to get 
a large number of farms planted. You can have ten villagers gathering food from sheep, 
berries, or hunting and only spend 100 wood on a mill; but to get those ten villagers 
farming requires 700 wood for most civilizations (60 wood for each farm, plus another 
100 if you haven't constructed the required mill). 


ek } 
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% 
| ID Since farming requires a large wood investment, be careful 

where you lay farms so that the enemy cannot easily destroy them or raid 

your villagers. Build walls to protect your town and make farming safer. 


Before you can start farming, you must have constructed a mill. Farms can be built just 
about anywhere, but you should build them as close to a mill or town center drop-off point 
as possible, Unlike Ao0E, farms in AokK do not obstruct unit movement, so you can surround 
your town center or mill with farms as shown in Figure 1.7. 


collection facilities. 


Only one villager at a time can collect food from each farm. In the Dark Age, 
villagers gather 10 food before returning to drop it off at a mill or town center. Upgrades 
to farms can be researched at the mill. These upgrades increase the amount of food each 
farm can produce before it goes fallow and must be rebuilt. Upgrades only increase the 
amount of food for farms that are built after the research is complete. If you plan on 
heavy farming, it is highly recommended you research the available farming upgrades 
before building farms. The Chinese have a bonus of +45 food for each farm. 


en 
ha a en 
rde 


en eran pew ' 
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Table 1.3: The amount of food a farm produces before going fallow. Note that these 
numbers assume upgrades have been researched. 


Age Farm Food for Farm Food for 
Chinese Civilization All Other Civilizations 

Dark 220 1/3 

Feudal 295 250 

Castle 420 3453 

\mperiíal 595 550 


Once the food in a farm runs out, the farm turns fallow, accompanied by a sound 
cue. This alerts you that the farm must be rebuilt. Quickty rebuild fallow farms by 
selecting the villager and right-clicking the fallow farm. 

Monks cannot convert 
farms; your villagers can work 
T - enemy farms that have been 
5 Wp You can quickly create a large abandoned, however. To work 
number of farms and fish traps by using the an enemy farm, simply select 
Shift key. Select the villagers you want to a villager and right-click on 
begin farming, hold down the Shift key, then the farm. Your villager begins 
lay the farms down in the pattern you want. collecting food as normal and 
Use the hotkeys for farms to make this ij ownership of the farm changes 
even faster. Villagers build the farms, eed to you. lf you decide not to use 
and one stays behind to farm each one. tt enemy farms, you can destroy 
The same process works for fishing 4 them. Military units in the area 

boats and fish traps. kj automatically attack nearby 
|“ enemy farms that you have 
not started working. 


Shore Fishing In AoE, shore fishing was by far the fastest method of 
gathering food, and exploiting this was one of the things that distin- 
guished expert players. In AokK, the shore-fishing gathering rate is 
average when compared with other food sources, While shore fishing 
isn't as beneficial as it was in previous versions of the game, don't 
ignore this potential food source. 
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Villagers can gather food from 
À shore fish when the fishing spot is 
Tip If there is a good hunting located near the shore. To determine 
ground near the shore, scout around if a villager can reach a potential fish 
for shore fish and try to place your location, select the villager and right- 
mill near both the water and the BB click on the location. If the location 
hunting ground to make gathering 5 a becomes highlighted, the villager 
food more efficient. WB moves there and begins gathering 
BY food. The number of villagers who 
9 _can gather food from one shore fish 
GJ location is limited by space. 
Generally, three or four villagers at one location are the most you should assign. Food is 
carried back to a food drop-off point, either a town center or a mill. Villagers on shore-fish 
duty gather 10 food before returning to drop it off. 


Boat Fishing In the AoE expansion pack Rise of Rome, boat fishing was a very powerful 
way to gather a large amount of food. By chopping lots of wood, a player could build 
multiple docks and make large fishing fleets that would bring in huge quantities of food. 

In AokK, “booming,” or making lots of fishing boats, is less effective for many 
reasons: docks and fishing boats are more expensive and take longer to build, fish 
locations have less food, the rate of gathering 
is slower, and you can't build walls around your fishing resources as you can around 
farms. On top of this, getting to the Feudal Age quickly is much more important in AoK 
than in previous AoE games. Players are more likely to build farms than docks and 
boats. 

Despite these changes, there are many occasions when it pays to supplement food 
income by fishing. If you find yourself with an isolated, easily defendable position, you 
may decide to risk taking the time to build a medium-sized fishing fleet. 

Boats collect food 50% faster from fishing spots located far from shore, or “deep- 
sea fish.” Fish the deep-sea spots near your dock before going after the slower shore 
fish. Set gather points so that new boats immediately begin fishing at a particular 
location, as shown in Figure 1.8. 


Fish Traps are a new feature in AoK. They cost 100 wood and are built 
by fishing boats, who then harvest the 700 food from them like 
villagers do from farms. When all the deep-sea and shore-fishing spots 
are depleted, make fish traps and keep your boats bringing in the fish 
rather than delete your fleet. 
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Figure 1.8: 
Using gather points for 
fishing: new boats will 

begin fishing at the flag. 


Fish traps work just like farms. 
TT When the food in a fish trap is 
A |L As the fish in one area begin depleted, the trap collapses. You 
to run out, build another dock near a new can rebuild it by selecting a fishing 
location with plenty of fish and relocate boat and right-clicking a collapsed 
your boats there. Your fleet then uses trap. Only one fishing boat at a 
the new dack as the drop-off point, so .n time can gather fish from a fish 
they'll gather food muchfastersince . ú trap. Build fish traps close to your 
they don’t have to travel all the way EP docks to reduce the travel time 
back to your original dock. | SR requiredto carry food back, as 

| R shown in Figure 1.9. Keep them 
dispersed, however, so the enemy 
cannot destroy them all with one 
demolitton boat. 

If you invest heavily in fishing boats and fish traps, be careful that the enemy does 
not attack from the sea. Maintain local sea superiority to prevent fire ships or war 
galleys from attacking and disrupting your food gathering. Fish traps are harder to 
defend than farms because you can’‘t make walls on the sea like you can on land. 


De 
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Figure 1.9: 
Reduce tr vel time by 
building fish traps near 
your docks. 


(Cood 


Wood is the second resource to begin gathering, and it's probably the easiest resource to 
obtain. ltrequires only a lumber camp or a town center as a drop-otf point, and villagers 
will merrily chop until they run out of forest. Wood is very important to the gathering of 
other resources. lts required to build all resource drop-off points, plant farms, and build 
fishing ships and fish traps. 

ten jd rik Don't begin chopping wood until a large inflow of food is 
established. Maintaining constant creation of new villagers is 
most important initially, but eventually you need wood for more 
houses, mills, and farms. 

Villagers must chop trees down before they can harvest the 
wood from them. The wood is carried back to a wood drop-off 
point, either a town center or a lumber camp. Villagers chop 
10 wood before returning to drop it off, though the wheelbarrow and handcart increase 
your villagers’ carrying capacity. Researching the double-bit axe, bow saw, and two- 
man Saw at the lumber camp increases the rate at which your villagers are able to chop. 

To be most efficient at chopping, never have more than six to eight villagers 
operating at one lumber camp. If you do, villagers bump and jostle each other as they 
drop off wood, slowing down the rate at which they gather. Place lumber camps as 
close to forests as possible as shown in Figure 1.10. This may slow down wood 
chopping initially, but your wood choppers space themselves out eventually, 
and chopping becomes more efficient. 
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Watch the wood stockpile. Don't * 
Ti gather too muchwood;thiscauses _ { 
| ID Set gather points to your economy to become unbal- 
automatically send newly created anced. Either use the wood to build 
villagers straight to a forest to chop more buildings or reassign some 
wood. Assoonastheyarecreated, „2 wood choppers to another resource. 
they will walk to the selected sap Onthe other hand, after the first few 
tree and begin chopping. ns minutes of the game, never let your 

R wood stockpile dwindle below 100 in 
j"_case you must relocate because of 
enemy attacks. You'll need that wood | 
to build a new lumber camp. | 


Gold 


Gold is usually the third resource gathered. Itis vital to your military because all of the 
powerful units require large quantities of gold. Gold piles are distributed randomly around 
the map, but each player will have one or two piles located in their general vicinity. 


Mining Do not begin mining gold until you have firmly established 
your economy. You might need gold in the Dark Age to make militia, 
but you are far better off first getting to the Feudal Age before making 
troops. Feudal Age military units are much more powerful than their 
Dark Age counterparts. 
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Gold is carried back to a gold drop-off point, either a town center or a mining camp. 
Villagers mine 10 gold before returning to drop it off. Researching gold mining and gold 
shaft mining at the mining camp increases the rate at which your villagers are able to mine 
gold. 

To be most efficient at mining, never assign more than six to eight villagers to a 
single gold mine. Otherwise villagers bump and jostle each other as they drop off gold, 
slowing down the gathering. Place the mining camp as close as possible to the mine as 
shown in Figure 1.11. 


Gold piles are strategic targets for enemy troops and the first place they strike. Build 
walls or towers to protect miners. Losing control over gold mines can result in quick defeat 
because you wont be able to train troops. For this reason, protect yours and target 
opponents gold mines when you attack him. 


Trade Trading with other players is another 
way to obtain gold. There are two ways to 
trade, between markets over land using trade 
carts, and between docks across the water 
using cogs. Trade carts can only trade with 
markets, and cogs can only trade with docks. 

To establish a land trade route, first build 
a trade cart at your market. Order the cart to 
begin trading with another player’s market by selecting the cart and right-clicking on an 
allied, neutral, or enemy market. The cart then goes to the selected market and returns 
back to your market to drop off its collected gold (see Figure 1.12). 


_ 
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The amount of gold you receive for each trip is based on the straight-line distance 
between the two markets and the ratio of the distance to the size of the map. The bigger 
the map, the farther away the two markets must be to generate more gold. 


You can make as many trade carts as you wish (within the population limit) 
and each trade cart on the same route brings back the same amount of gold. That's 
assuming the cart makes it to and from its destination (we'll discuss protecting cogs 
and carts in Chapter 7). 

Check how much each cart is bringing back by selecting a trade cart that is returning 
from another players market. The amount of gold in the cart is displayed in the unit's 
information screen. 

Trading is benetficial to your trading partner as well. The player you trade with 
receives a bonus of 10 percent of the amount of gold you earn from trading. Trading is 
free and does not cost additional resources other than the cost to train a trade cart. 

Sea trade works exactly the same way, except that you trade between docks using 
cogs. See Figure 1.13 for an example of a cog trading at an enemy dock. 

Trading is not as effective as mining gold with villagers, but if you don’t have access 
to gold or all the gold piles have been depleted, it's the best alternative to maintain gold 
income. 


Relics Relics can be a source of gold when they are garrisoned 
inside one of your monasteries. For each garrisoned relic, you receive 
approximately 15 gold per minute. Over time, this can add up toa 
tidy sum. 
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To collect gold from a relic, use a monk to pick up the relic, then right-click on a 
monastery. The monk moves to the monastery and drops off the relic. The monastery 
displays a white flag to show that it is occupied. See Figure 1.14 for an example ot a 
monk about to place a relic in a monastery. 


Figure 1.13: 
Trading by sea: À cog visits 
an enemy dock. 


Figure 1.14: 
Monk carrying a relic back 
to a monastery 
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Garrison relics in monasteries within the safety of your town walls to prevent losing 
them in battle if your monasteries are destroyed. 

lf you have relics near your town, build a monastery and a monk soon after you 
reach the Castle Age. Gather nearby relics and garrison them for safekeeping. You'll 
begin collecting gold right away! 


Stone 


Stone is generally considered a defensive resource since it's used for building walls and 
towers, although some players may try to build towers around your town. [he decision on 
when to start mining stone and in what quantity depends largely on your strategy. 

lfyou plan to play very offensively and swarm the enemy with 
infantry, then you may have little need for stone. lfyou plan to sit 
back and build up a larger economy before attacking, however, you 
might want stone to build walls and towers around your perimeter. In 
that case, begin mining fairly early in the Dark Age so that you'll have 
enough stone when you reach the Feudal Age. 

Like gold, stone is carried back to a drop-off point, either a town center or a mining 
camp. Villagers mine 10 stone from the 350 pile before returning to drop it off. 
Researching the stone mining and stone shaft mining at the mining camp increases the 
rate at which your villagers mine stone. 

To be most efficient at mining, never assign more than six to eight villagers to a 
single stone mine or they'll bump and jostle each other as they drop off stone, slowing 
down production. Try to place the mining camp as close as possible to the mine, as 
shown in Figure 1.11. 

Once you reach the Castle Age, you may want to build one or two castles to begin 
producing your civilization's unique unit. A castle requires a lot of stone. Begin mining in 
the late Feudal Age, if not before, so that you'll have enough when it comes time to build 
a castle. 


Receiving Tribute 
Another way to get resources is to receive them as tribute from another player. By building 
a market, players can instantly send resources to others by clicking on the Diplomacy 
button at the top right of the screen, then clicking on the resource buttons next to the name 
of the player to whom they wish to send tribute. Every click queues up 100 resources to be 
sent. See Figure 1.15 for a view of the Diplomacy screen. 
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You can request resources from your allies (or even your enemies!), and they can 
send them to you exactly the same way. However, if teams are locked, you can only 
receive tribute from your allies. 

There is a cost to send tribute, however. Every time you send resources to another 
player, there is a 30 percent transaction fee, in addition to the resources you send. 
Researching coinage reduces thís transaction fee by half. Researching banking elimi- 
nates this fee altogether. 

Because of the high transaction fees, never send resources to another player unless 
itis a dire situation or until you have researched banking. You are better off using your 
resources for units to help defend your desperate ally or attack the enemy. Don't request 
resources either, unless it is an extreme situation. 
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Figure 1.15: 
Using the Diplomacy 
screen 


Buuing and Selling at the Market 


lf all else fails, you can sell resources from your stockpile for gold, and you can spend gold 
from your stockpile to buy other resources. See Figure 1.16 for a view of the commodity- 
trading feature at the market. 

Of course, there is a cost for this, too: a 30 percent transaction fee for buying and 
selling at the market. This transaction fee can be reduced by researching guilds 
technology at the market. Goods are bought and sold in lots of 100, and the price is 
displayed in terms of gold on each commodity button. 
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. After each exchange is made, the price for all players is adjusted accordingly. If 
AK ‚8 many players are selling wood for gold, then the price of wood will drop accordingly, 
4 until it becomes very cheap. 

5 Generally, it is wasteful to sell goods at the market to gain some other resource 


because of the fees. It is much more efficient to plan ahead and gather that resource 
rather than stockpiling a resource you do not need to spend on buying gold. Every time 
you use the commodity-trading feature, you hurt your economy. 
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feature as a 
last resort. 


However, tactical conditions arise that make this a useful feature. Use the 
commodity-trading feature of the market when: 


The enemy has captured your gold mines or there are no mines remaining. 
You need a resource that is in scarce supply, such as stone. 


You want to “tank” the market (i.e, lower the price for commodities so that your 
opponents get little gold by selling their stockpiled resources). 


You absolutely, posittvely have to have a resource (like gold) right now. 
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You need to make minor tweaks to your stockpile but do not want to rebalance 
your entire economy. 


Now that you understand the basic tools of the economy, you can learn to apply them 
and get off to a good start. Chapter 4 focuses on advanced economic concepts, such as how 
eend to get your economy off the ground quickly, managing expansions from your initial town, 


J 
8 ne ï and maintaining your economy through to the lmperial Age. 
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etting started in a game as strategically deep as 
The Age of Kings can be daunting. What do l build now? 
_When should l upgrade? Should l research the wheelbarrow 
bp cartography? There are specific strategies, skills, and 
techniques that will guide you in making decisions about 
just those kinds of questions. Before hitting you with the 
hardcore, in-depth, advanced strategies, we thought we 
should review the basics. The first section of thís chapter 
looks at general strategies that apply to almost every single 
AokK game you'll play, such as how to explore effectively. 
Lherestofthe chapter looks at strategies that are more 
specific to skirmíish and multiplayer games, including basic 
considerations for different victory conditions, 


game settings, and map types. 
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Gxploring the CCorld 


Exploration is vital to finding the resources you need to build your civilization, 
scouting the location of your opponents, and helping plan your military strategy. 

In single-player and multiplayer games, the default setting of Reveal Map is 
“Normal.” When you start the game, you can only see the area around your town 
center and starting villagers. Lifting the “fog of war” quickly is critical to your success. 


Exploration Goals and Strategies 


The more areas of the map you uncover early ín the game, the more options you will 
have when building your economy, planning an offensive strategy, and providing 
defense. 

Uncovering the map is a two-part 
process. Your first priority is finding 

> the resources you need to build your 
Tip Use your scout economy and uncover the lay of the 
efficiently by searching around in an land around your territory. Then you 
ever widening circular pattern. : want to find the path between you and 


Avoid re-exploringareasearly « your opponents’ bases and get a look 
in the game so that you B at their terrain and resources. 


uncover a lot of map in the 
least amount of time possible. 


When searching with your scout, locate the following: 
f Sheep and berries to start villager production 
Ätorest for your first lumber camp 

Good hunting spots and fish along the shoreline 
More sheep for your second food source 

Gold and stone for military production and defense 


Areas that can be easily walled off and defended 
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Relics that can be used to generate gold income in Castle Age 
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After you have found these items, find your opponents bases on the other side of 
the map and look for: 

W Crossings, choke points, and fords that your enemy might wall off 

W _Thegquantity of food and other resources around enemy bases 


W_Spots away from an obvious traveling route where you could build a forward base 
without being easily detected 


NN 


There are units, structures, and 
technologies to assist you in exploring the 
1Dote Do not leave map and maintaining line of sight (LOS), 
small patches around your base = the ability to see what's going on, around 
uncovered. There just might 8, your base. These are listed in a general 


be another food source or ea, order of when they are available, with an 
gold in that little black patch. 4 im. explanation of how to best use them. 


Scout 


Use the scout early in the game to locate 
resources and uncover the map, as discussed above. As you move the scout around, the 
unexplored areas will turn from black to an uncovered state. Your scout, shown in 
Figure 2.1, is provided at the start of skirmish and multiplayer games. 
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As you uncover the map, the black areas become visible. Once you leave the area, 
the fog of war returns, though you can still see the last structure or resource that you 
saw when you were there. You can also see dying animals though the fog. [his provides 
hints as to where opponents are hunting. 


MLinimap 
The minimap is located in the lower right corner of the screen. This shows clearly what 
areas you have explored —if it's black, you haven't been there yet. 

There are three buttons on the 
bottom of the minimap that toggle 
Ti information filters. These show 

‚A D The minimap will flash Normal, Military, and Economic 
red when areas of the map where you views of the world. 
have units are under attack. Learnto, © You can use the minimap to move 
use the minimap to quickly switch / fe YA vour units to a specific location. Select 
back and forth between your RE  aunitand right-click on the minimap. 
a To instantly change what you are 
‚ looking at on screen to another 

location, left-click on the minimap. 


hame base and forward armies. 


Melegator on Outposts 


One of my favorite civilizations is the Goths. They are a good civilization to 
reference when discussing the value of using outposts. Goths can't build walls, so 
you must be more alert to quick or sûéak attacks. Outposts provide the best way to 
expand the LOS around your base. No matter which civilization you choose, build 
outposts around shorelines, at choke points, and at unclaimed gold mines. 


__d 


Outposts 


Outposts are cheap and available in the Dark Age. Use these around the perimeter of 
your base, especially when you cannot build walls. Figure 2.2 shows the use of 
outposts on open map types like Arabia and Highlands. 
Outposts are vital around shorelines on water maps to spot enemy transports. 
| Outposts should also be used at choke points to warn when enemy troops are coming. 


ANKE: ENA Official Strategies « Secrets” LO 


STUDIOS 


Microsoft® Age of Empires® LI: The Age of Kings” 


Cartographu 
Cartography provides shared vision to you and your teammates. It ís an inexpensive 
technology to research and available in your market once you hit Feudal Age. 

This is one of the more important technologies to research in teamplay games. 
You can see where teammates have scouted and attacked the enemy, and whether a 
teammate is under attack. 


Town Catch and Town Patrol 


Town watch and town patrol increase your structures’ LOS. Research these in the town 

center after you have researched the technologies needec to support your economic and 

military strategies. Ì 
Town watch is available in Feudal Age and provides +4 building LOS. Research this 

if you are likely to be attacked before you advance to Castle Age. DA 
Town patrol is available ín Castle Age and provides +4 building LOS. This is a more _ 

expensive upgrade for when your primary offensive strategy has already been putinto 

action. 
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Towers 


Different types of towers are available in Feudal, Castle, and Imperial Ages. Using 
towers early in the game provides defense and a greater LOS. Place towers around your 


resource gathering areas, as shown in Figure 2.3, to provide extra defense to your 
workers. 


In the middle part of the game, towers can provide firepower and LOS around an 


enemy. Late in the game, towers can increase the LOS around various areas of the map 
if spies are still too expensive. 


Spits 


| Spy technology ís available at your castle in the Imperial Age. When you research spies, 
you see everything the enemy does. In other words, you gain their LOS. This technology 
varies in price depending on how many villagers your opponents have. lt costs 200 gold 
| per enemy civilian. 
| Spies are extremely expensive early in the Imperial Age if your opponents are still 
‚__strong. You won't be able to afford to research spies and it would be a waste to spend 
| over 10,000 gold on it. 
However, after you launch massive, crushing attacks and weaken opponents, check 
the spy cost. Sometimes after you kill a lot of villagers, you can catch the enemy at a 
weak point and get spies cheaply. 
Use spies toward the end of long games when an opponent is hiding a final villager 


or pointlessly building structures to delay the game. Usually it will cost around 1,000 
gold or less. 
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4, Advancing through the Ages 


As you advance through the Dark, Feudal, Castle and Imperial Ages, you get access to 
increasingly powerful units, more technologies to improve your economy and military, 
and additional structures. You should try and advance to each age faster than your 
opponents to take advantage of these benefits. 

Advancing requires building two different structures from the current age and 
paying for the upgrade with food and gold, as shown in Table 2.1. 


Table 2.1: Advancement Requirements 


Áge Food Gold 2 Structures From 
Dark - - - 

Feudal 500 O0 Dark Age 

Castle 800 200 Feudal Age 

\mperial 1000 800 Castle Age (or a castle) 


Plaving Aggressioeln 


Players who sit in a corner andsdon’t attack generally die. An aggressive style of 
play uses the techniques you'll learft in the upcoming chapters to raise an army 
and attack your opponent throughout the entire game. 


Your opponents are more ikely to make mistakes, advance in age slower, and 
waste resources if they are constantly fending off attacks. You-also keep them out 
of your base and away from your villagers. 


Ä player kots has not had to defend his economy has what's called an “untouched 
economy.” Notice how many resources you gather at the end of each game. Even 
with the dynamics of different maps, conditions, and economies you set up, in 
games where your economy is completely untouched, you could end up with more 
than five times the resources of your opponent. Make sure you're the one with the 
untouched economy, not your opponent. 


You'll quickly learn how the decisions you make to attack early or research 
technologies affects the rate at which you can gather resources, which of course affects 
the timing of when you can advance in age. 


Chapter 2 
Basic but Gssential Strategies 


For example, when you have a choice of farming or picking berries early in the 
game, consider that while farming gets you food faster, it requires wood and is thus 
inefficient at this moment. When you attack early in the game with lots of relatively 
cheap units, known as “rushing,” you spend resources that could have been used for 
advancing to the next age. 

This touches on one of the wonderful complexities of this game. Learning how to 
balance your economy and military in every situation is nearly an impossible goal. 
Expert level players are excellent at reacting to changing conditions and aligning the 
productiveness of their economy to their military strategy. 

We'll discuss these issues in more depth in Chapters 4 through 6. For now, note that 
there are short-term adjustments you can make, like using a market to buy and sell 
resources or quickly re-assigning villagers to other tasks, as in Figure 2.4. 


Table 2.2 shows the typical relative strength of your military in relation to the size 
and productivity of your economy. This is based on assumptions of how most games 
are played and the defenses in place during each age. 


Table 2.2: Military Strength Versus Cost 


Timeframe Economy Military Strength Military Cost 
Dark Age Small Very Weak Very High 
Feudal Age Medium Medium Very High 

Early in Castle Age Medium Strong High 

Late in Castle Age Large Very Strong Low 

Early in Imperial Age Very Large Strong Medium 


Late in Imperial Age Very Large Very Strong Very Low 


Official Strategies & Secrets” to 
AKKER \Ticcosoft® Acc of Empires® LL: The Age of Kings” jl 


Your economy is small and units are relatively weak early in the game. As you 
advance in age, the cost of units is more, but your economy should also be more 
productive. Your offensive strength peaks around late Castle Age. Imperial Age provides 
super upgrades and technologies to maintain a stronghold on the opponent and to 
break stalemate conditions. At this point, the cost of military power is very low in 
proportion to the production of your economy. 


… Technology Cpgrade Strategu 


Technologies are available in each age to improve the efficiency of your economy, 
strengthen your military, and provide enemy intelligence. 

Technologies are relatively 
expensive early in the game 

- when you must spend a larger 
Tip Before advancing to the next portion of your resources to 
age, research basic economy upgrades. The _ acquire them. You should 
difference in gathering rates and carrying en research the technologies that 
capacity will provide a huge difference __ _sB, Merula rg 


kr Á » s 
in how much additional resources you ar Research basic economic 
j technologies before you advance 


«to the next age. In Feudal Age, 
» this means upgrading wood 

éS cutting, gold mining, and 
farming bonuses. lf you are planning to attack early, research the technologies that 
will help your military. 

In Castle Age, research economic technologies as early as possible, then research 
the military technologies specific to your choice of units. As the game progresses, 
research technologies to increase the LOS and strength of your structures. | 

In Imperial Age, continue to increase the efficiency of your economy by researching 
resource-related technologies before researching expensive military upgrades. 

Late in the game, you will often have an economy that simply outproduces your 
military requirements. If that happens, research every single technology so that your | 
economy and army can be all that they can be. 


have when reaching the next age. 
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Victoru Conditions 


Your overall strategy for winning will be different depending on the victory conditions. 
Random Map and Deathmatch games allow you to set the Victory Conditions before the 
game begins. 
The available settings are: 
WE Standard: To win the game, you must defeat your opponents, or build and defend a 
wonder, or control all the relics for three hundred years 


E Conquest: To win the game, you must defeat your opponents. You are not required 
to destroy walls, farms, sheep, towers, fishing boats or traps, transports, or trade 
carts 


WE Score: The team that first achieves the set score, between 4,000 and 14,000 
points, wins the game, Like Time Limit, the game also ends if one team defeats the 
other before the score is achieved. 


W Time Limit: To win the game, you must have the highest score at the end of the time 
period. The game also ends if one team completely defeats the other before the 
clock runs out. 


Each victory condition requires a different approach to your military strategy. Your 
economic strategy generally stays the same for each game type because all games can 
be won through typical brute force military action. 


Standard 
lt is relatively difficult to defend a wonder or control all the relics for three hundred 
years to win the game. Your strategy should be to approach the game the same way you 
would any other. Advance in age faster than your opponents and build the largest army 
to destroy them. In team games, it takes a strong defense to successfully win through 
controlling relics or building and defending a wonder. 

However, use the additional victory conditions as options to win if the game is stale- 
mated late. 

Wonders require a lot of resources and take a long time to build. A good time to 
attempt to win with a wonder is when you have beaten your opponents through most of 
the game and have an extremely defendable spot. If you can't seem to overpower them 
with force, the wonder strategy may be a suitable option. 
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_IA_Medierra on Controlling Belics 


You can build numerous decoy churches and then place all the relics into one well- 
defended one. When you have allthe relics, you are not only at an advantage 
because you are receiving go but also because time is now on your side. Your 
opponents will often make hasty, disorganized attacks as they scramble to take one 
of your relics. Even if they do manage to retake a relic, you still have an advantage 
because you forced them to waste resources attacking. Collecting relics is a great 
way to earn extra gold, so pick them up early. When you initially scout the map, 
try and get at least one relic to prevent the other team from collecting them all. 


An extremely defendable spot is one where you can you easily build layers of struc- 
tures and walls to protect a wonder or a monastery holding all relics. lt is difficult to find 
a spot like this on Highland or Arabia maps. lt is still possible to build and defend a 
wonder on them, but your opponents have a lot of entry points. You will find yourself 
defending on all fronts, as you can see in Figure 2.5. Some water-based maps, and 
especially Black Forest maps, are better suited for building wonders because it's easier 
to control the entry points. 


en 2.3: 
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Here are some general guidelines to follow when you construct and defend a 
wonder or attempt to capture all the relics: 


Castles provide a good defense around the outskirts of the area you are defending. 
Build a wonder out of the reach of trebuchets and bombard ships. 
Surround monasteries and wonders with many, many layers of walls. 


Research treadmill and architecture technologies at the university to increase the 
speed of your building and the hit points of your structures. 


Let a Byzantine teammate build most of the defense around your base before 
constructing the wonder because that civilization has stronger walls. 


Keep monks behind your walls to convert enemy troops and siege weapons. 
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Don't start building a wonder until all your defenses are in place. Once you start, all 
your enemies are notified and can see the location of the wonder. 


Conquest 


To win a Conquest game, you must kill all enemy villagers and destroy all enemy 
structures. There are millions of ways to eliminate the enemy, but they all start with 
managing your economy well, properly defending your base, and launching effective 
offensive attacks. The rest of this book will help you with just those issues. 


Sort 


Score is calculated according to a formula. Learning how, when, and what you can do to 
atfect your score will help guide your strategy in both Time Limit and Score games. 

If the game is set to more than 8,000 
points (the minimum is 4,000 and the 
maximum is 14,000), attempt to kill your 
opponents as you would in a Conquest 


Tip If the timer is 


running out, immediately spend game. Focus on attacking the enemy with 
resources in your stockpileto a very, very large Castle Age army. You 


a d 


bump up your score. Do thís zn | should have a stable economy in place and 
by building structures and | ij attempt to win through a brute-force attack 
making units. | in late Castle Age. 
| lf you dont win outright through 
military might, then playing normally, 
having the largest army, and doing the 
most damage in this time frame should give you the highest score. 
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the score limit is lower than 8,000 points, plan a massive Feudal Age attack 
aimed at disrupting your opponent’s economy. Then defend until you can raise a large 
army and follow up with an attack in the Castle Age. By taking the initiative, you 
minimize the chance of being attacked early, and you can continue to apply pressure 
until your score climbs to the target setting. 

Most of the time, you will find that the game is over before players get close to the 
target score (or time limit). Remember that you boost your score by spending your 
resources on technologies and structures. You get points for simply doing this so they 
don’t have to be relevant to an offensive or defensive strategy. 

In team games, the victory score is calculated based on your teams average score. 
This is also true in Time Limit games. 

When you select the Statistics button above the minimap, you will see each player’s 
name and score. In team games, the score looks like a fraction. The first number ís the 
player’s score, and the the second number is the average score of all the players on the 


team, the team score. 


Now the Score [Ss Calculated 


Your score is the sum of points you earned through the game. 
Here is how thgse points are calculated: 


, Each 1% ofthe map you explore gives you 10 points. 
p Each unit of food, wood, gold, or stone you gather or receive by tribute is worth a 
tenth of a point. 


\_Each building you construct, technology you research, or unit you create gives you 
double the number of points you received for collecting the resources minus the costi 
of using those resources. For example, a town center costs 200 wood, or the 20 
points you received for gathering the resources, but you willreceive 40 points for 
building the town center. This will result ina net 20-pointscoreincrease. 


vp Each unit you kill or acquire by conversion adds the point value of that unit (as | 
computed above) to your score and deducts that amount from your opponent’s 
score. 


| 
| 


Ee [me Limit 
Time Limit must be set between 300 and 1,500 years. This is approximately twenty-five | 
minutes to two hours. 
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lÊ the Time Limit is a long period of time — over an hour—attempt to kill your 
opponents before the time expires. Build as many structures as you can and research 
every single technology you can afford. 

lÊyou encounter a stalemate condition mid-game or close to when the timer is 
running out, focus on the specific game objective of having the highest score (or in team 
games having your team complete the game with the highest score). 

If the time limit is very short, attempt to achieve the highest score by creating the 
largest economy. Then spend the resources you gathered to boost your score by 
building a large army, a lot of structures, and research technologies. This gives you a 
jump in score right before the time expires. 


Melegator-on DM vs. RM 


Deathmatch is a fantastic alternative game setting. There is a lot of heated 
discussion on the Internet over which game type takes more skill. The answer is 
they take equal amounts of know- how, but employ different types of skills. 
Deathmatch is a lot more diffigult in terms of maintaining tactical awareness and 
leveraging a jumbo economy. Random Map games take a lot more economic 
efficiency early in the game and better fighting tactics with smaller troops of the 
right type and strength. To switch back and forth between game settings is 
relatively easy. If you are good at Deathmatch and take time to learn the nuances of 
military bonuses and early game economy, the lmperial Age battle experience will 
serve you well. If you're good at Random Map settings, then learn the hotkeys for 
making buildings and units and build sequences and practice maintaining multiple | 
Imperial Age armies with large numbers of high-end units. 


Deathmatch 


Deathmatch starts each player with a huge amount of wood, food, stone, and gold. The 
gameplay is quite different from Random Map games. The fighting breaks out fast, and 
large armies are raised very quickly. 

[he favored settings for Deathmatch in multiplayer games: 

& Imperial Age WE 200 Population 

W _RevealMap WE Huge Highland or Arabian Map 
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Deathmatch requires a mastery of maintaining a large, almost instant economy, 
raising an extremely large army very quickly, and executing superior command on the 
battlefield. 

Choose an army that will counter your opponents Imperial Age army and construct 
twenty or more structures to make those units. Siege weapons, champions, gunpowder 
units, and some elite unique units provide the core of the Deathmatch armies. Erect 
castles and towers around the map to provide places to gather troops and make 
trebuchets. 

The key to overpowering your opponents is to flood them early with large waves of 
troops to throw them off balance while you assemble a mass of siege weapons and 
trebuchets to follow up and take out structures. Use castles around the map when an 
opponent is weakened to provide a strong forward front line. 


5 Begicide 


Regicide is a unique game setting where you are given a king, a castle, and additional 
starting villagers. The object of the game is to be the last person with a surviving king. 
You can’t make additional kings, and your king is weak so you must hide him well 
throughout the game (see Figure 2.6). 

The strategy for a Regicide game is to mount a sizable force that can overpower your 
opponent in a key battle, while preparing your own land with enough defense to fight 
off your opponents. 

The best place for your king at the start of the game is inside the castle provided. 
Later in the game, make additional castles and town centers to provide alternative 
hiding spots. 

When the game reaches Imperial Age, use treason to pinpoint the exact location of 
the enemy king. You should do this when you are near each enemy territory. Sometimes 
a player will react to your treason and you can catch the king running to another hiding 
spot. Treason costs 400 gold per use and should be used when you are close to enemy 
territory and closing in on the enemy king. 

In most Regicide games, you will only run into small skirmishes with others as 
everyone tries to secure the king and reach Imperial Age as fast as possible. Imperial 
Age will provide you with the units that provide the best force to cut into another 
player's area to find and eliminate the enemy king. 
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Medium or Migh Resources 


As the names would imply, games set to use medium or high resources start you with 
more resources than default or low resource games, both of which start you with 100 
gold and 200 wood, food, and stone. This affects how you establish your initial 
economy and provides variations in early game strategies. 

Since it takes just as long to build the villagers required to generate a productive 
economy (you can produce a villager every twenty-four seconds), the real difference 
in strategy is deciding to rush — attack early with lots of inexpensive units —or not. 

A player can raise an army fairly quickly with the extra resources provided. 

You should rush if you think your opponent is trying to build a monster economy 
and has a lot of unprotected villagers. Conversely, you should create a booming 
economy if you have a defensible spot. 


Official Strategies & Secrets” to 
ANNAE \icrosoft® Age of Empires® LI: The Age of Kings” 


Each of these strategies has risks. Using the factors described in “Planning an 
Offense” in Chapter 5 should help you decide what strategy to choose. 


Medium Resources 


In medium-resource games you start with: 
W _500wood 
W _500food 
W 300 gold 
WP _ 400stone 


Set up your economy in the same manner as a game with the default starting 
resources. Use the extra food to immediately queue additional villagers. The extra wood 
should be used to build a dock and a lumber camp or saved for additional mills that you 
can use to gather shore fish and meat from hunting. The extra resources will let you 
place the mills sooner since you won t have to wait to gather the wood. 

When you reach Feudal Age, use the additional stone to build more towers, though 
you should also consider saving your stone until the Castle Age, You need only 250 
more stone to construct a castle. 

If you choose to advance straight to the Castle Age, you begin with enough gold to 
do so. Since gold is vital to building a Castle Age army, begin mining it in the same 
timeframe as in a game with default resource settings, which is in the Feudal Age. 


Nigh Resources 

In high-resource games, you start with: 

W 1000 wood 

W _1000food 

W 700 gold 

W 800 stone 

Use the wood to immediately build a dock on water maps while establishing the rest — 
of your economy as normal. To minimize the risk that another player will either convert 
their starting resources to a rush attack or set up for a booming economy of sixty or 
more villagers, consider taking the middle ground. 

Use the stone for walls, but don’t build towers. Save the remaining stone for a castle 


in the Castle Age. lf you have to defend your base, use skirmishers and infantry instead 
of relying on towers as defense. 
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If you are planning to build towers near their base, you are taking a risk by diverting 
villagers from normal tasks of collecting other resources. In this case, the extra stone 
boosts your tower offensive’s potential effectiveness, and this strategy overrides saving 
the stone for Castle Age. 

When you have made fourteen to sixteen villagers and several boats, advance to 
Feudal Age. You can reach the Feudal Age fast enough to counter a rush or attack a 
player with a sizeable force. 

lfyour opponent appears to be making a lot of villagers and fishing boats, you 
must attack hard in Feudal Age. You may win a race to Castle Age, but they will be able 
to mass a large force very quickly. In turn, their resource advantage will provide them 
with a stronger counterattack than any defense you can muster. 

Late-game strategies are the same as with other game settings. 

What you should keep in mind about these resource settings is early rushes can 
occur sooner and be larger than with normal resource settings and setting up a large, 
booming economy is easier. But, both of these strategies are riskier. 


Map- Related Strategies 


The Age of Kings has many different map types to choose from when setting up a 
random game. Each map type provides a variation on the manner in which you will 
want to defeat your opponents. Some map types also enhance the strength of certain 
civilizations. 
The maps can be grouped into three types: 
W Land maps are mostly land or where the game is typically not decided by water. 
These include Arabia, Black Forest, Fortress, Highland, Rivers, and Continental. 


W Water maps are maps that include a lot of water or where water plays an important 
part in your strategy. These include Archipelago, Baltic, Coastal, Islands, 
Mediterranean, and Team Islands. 


W_ Specialty maps are maps where certain areas become the focal points of winning 
the game. These include Gold Rush, Crater Lake, and Migration. 
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Ärabia is a desert map with small oases and little forests. 

Gold can be located anywhere out in the open. Forget 
walling; plan on attacking your opponent hard and fast. 
A defensive initial strategy will not work on this map 
without an extremely large investment in towers and 
monks. Use the cliffs and hills for increased attack by 
your archers. 


This map features a group of large, irregularly shaped 
islands. 

lt is possible that one or more of your enemies is 
located on the same landmass as you. Scout early; if 
you Te alone, build outposts to spot incoming transports. 
Try to sneak some villagers over to an opponents island 
to build military structures and prime for an attack. Balance forward building with 
simultaneous control of the water. 


Baltic has an ocean in the center with small passages along 
each side. 

The narrow sections along each side are easy to wall. 
Scout your opponents early so you know if they Te 
building a huge navy or army. Prepare a very large land 
army and use it to break through if the enemy blocks the 
choke points along the edge. If you supplement your economy with fishing, build a navy \ 
to protect that resource. Also use the navy to hit opponents if they try to advance along 
the edges. 
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Black Forest 
Sn en Black Forest is mostly forest with small, winding paths to 
| | each player. 

Black Forest maps are difficult to navigate. There is 
no water, and you typically fight over small choke points. 
Early in the game, get a villager or two behind your 
opponent’s base and try to build a forward base. The 
enemy will most likely wall the small choke points that provide access to their base. 
The person who spends the whole game protecting their immediate area usually loses 
because it's easy for the other player to contain them. Don't forget the ability of siege 
weapons’ to carve a path through a forest using area attacks. 


Coastal consists of irregularly shaped coastlines with bays, 
oceans, and sometimes narrow strips of land. 

Coastal maps require you to maintain control of the 
water while balancing a large land army. Most team 
games will have one player dedicated to the control of 
land while another focuses on the water. Passages are 
easy to wall, but bases are difficult to protect from the water. This map requires 
supreme scouting to plan the best strategy. 


Continental 


Continental is mostly land with a fairly narrow strip of water 
around the outside. 

Continental maps are usually decided by land battles. 
You should focus on rushing and attack players who are 
closest to your starting base. Some areas can be walled. 
Naval battles usually take place over protection of fishing 
and sometimes to disrupt mining taking place on the shoreline. 
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Crater Lake 


Crater Lake has a large lake in the center with a lot of gold. 
This map plays similarly to Baltic. However, games 
that last a long time here typically shift from back-and- 
forth land attacks to attempts to control the gold in the 
center. Attempt to get a villager into enemy territory 
early in the game before the walls go up. Build up at this 
forward location, but wait to attack until you can properly defend this forward base. If 
you lose your forward base, the game is typically won by the team with better control of 
the sea, control of the gold in the center, and forward buildings along the enemy 
shoreline. 


Fortress is a land map similar to Highland, but it's unique in 
that you start within a resource-rich, walled area. 

You cannot be complacent behind the walls of your 
starting town. Use the starting resources located within 
your territory to build an economy, and fast. The winning 
team usually stops enemy expansion. Forward castles 
and siege weapons are needed to break down the walls and maintain a forward base. 
Small lakes usually contain a lot of fish. 


Gold Bush 


Gold Rush is a desert map with a huge portion of gold 
located in the center. 

Walling ís often easier on this map than with the 
Arabia desert map. Attack your opponent early and keep 
the pressure on to beat them before the Imperial Age. At 
minimum, strike opponents before you must defend your 
base on multiple fronts on thís open desert. Games that last well into Imperial Age will 
often be fought over the gold in the center. Make a lot of castles and protect them from 
siege weapons and trebuchets. 
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highland 


Highland consists of hilty green land with a fair amount of 
forests and little water besides the river splitting the map. 

You might find places to wall and hide parts of your 
working economy, or you may not. Gold is typically out in 
the open and must be protected with units and castles. 
The size of this map makes scouting vital to determine 
the location of enemy bases and resource spots. The hills provide strategic places to 
mass armies of archers and siege weapons. Limit enemy traffic around the sides of your 
bases with barriers consisting of structures, actual walls, forests, and castles. 


Islands 


lslands is a water map, with each player occupying a single 
island. 

Each players island will support a bustling economy. 
Occasionally other islands provide areas to expand your 
base late in the game. Lake control of the sea early and 
limit your opponents ability to raise a larger navy. 
Demolition ships are especially useful and prevalent on this map where galleys and 
galleons are usually clumped in mass. 


Koe E ‚Â 
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Mediterranean 


Mediterranean consists of land around a large body of 
water in the center. 

Naval battles are frequent. Fight for control of the 
sea, which provides fishing and transport lanes to enemy 
territory. Players are not just located on opposite sides of 
the map; starting points are all around the water. In large 
team games, the player in between other tetammates usually has more time to plan and 
build a large economy. Walling is often difficult but can be done using the shoreline and 
areas between map edges and forests. Mediterranean games almost always last until 
Imperial Age, where a concentrated force is needed to penetrate enemy territory. 
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Migration 


Y Migration consists of tiny islands for each player, with a 
| large center land area. 

Control of the sea is important to protect fishing 
economies and attack opponents building along the 
edges of the center land. Attempt to expand a base on 
the center island as early as possible. There aren't many 
places to hide, and the player or team with better control of the center area and the sea 


will have a tremendous advantage. 


Rivers offers shallows between patches of land. 

Walling is sometimes possible, but not always. 
The shallows in rivers provide much of the territory 
surrounding each starting area. The rivers are some- 
times useful for fishing, but mostly provide a place to 
build docks late in the game to attack crossing land 
armies. Scouting early guides your strategy, though attacking early in Castle Age is 
typical. Protecting your base late in the game is difficult given multiple entry points to 
each land area. 


Team Islands 


Team Islands ís a multiplayer map with each team grouped 
on an island. 

Like Islands games, your strategy will be focused on 
winning key naval battles. Fishing is typically safer in the 
back center away from your opponent's island. Grouping 
the navy your team has massed is vital to overpowering 
enemy boats. Build forward bases in the rear corners of your opponents islands and 
occasionally send boats around the sides and to the rear of the islands to attack your 
opponents fishing boats. 


Tactics 


kk 
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arfare in Age of Kings involves, at its simplest 
level, sending more of the right unit at your enemies than they 
send back at you. As you become more proficient at using 

— your units, you'll realize that well-considered tactics will beat 
more expensive armies employed poorly. 


[his chapter provides instruction on how to best mix unit 
| types and control them so that your armies are victorious, 
| even when somewhat out-produced. Don’t neglect your 
economy, however, as it is much easier to win when 
combining superior tactics with superior finance. 


Topics in thís chapter include building fighting groups, 
controlling them, and combining different types of units 
for maximum overalleffectiveness. Also discussed are the 
different types of siege weapons and how best to use and 
maneuver them, in and outof formation. Attheend, we 
discuss naval tactics. 
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Building Fighting Groups 


There are some basic principles behind organizing armies and sending units to attack 
or defend your base. First compare the size and strength of the army you Te planning 
to create with the estimated time needed for it to be assembled and deployed. For any 
military encounter, seek a favorable balance between the size, composition, quality, 
and build time of your force. 


Ovantitu Versus Timing 
Military commanders throughout history have wrestled with the question of whether it 
was better to have a small, high quality army or a large, low quality army. [here were 
times when either alternative was the better choice, and the same is true in AoK. 
Sometimes size wins out over substance, and sometimes the reverse is true. 

Early in an AoK game, it's better to have many low quality units. At this point you 
want to guard against being overwhelmed or being attacked by separate raiding groups, 
and still have the option of going on the offensive. No one has really upgraded their 
units at this point, so quantity is vital. With a large group of units on hand, you have the 
flexibility of running down small enemy raids without leaving your base vulnerable. lf 
an opposing assault gets larger, you have a large and varied force with which to 
respond. Having more units is better than spending resources on upgrades. 

| Don't get caught in the 
ae: ke trap of investing in only a 


| 5 few units and upgrading 
CC amming Avoid engaging Ks À 


them. In early battles, 


enemy troops early in the game unless NE 4 | having four weak units 

you significantly outnumber them or are =>" whaling on one good one is 
fighting to safeguard your economy. h better. Once you have five to 
Fight near buildings that can reinforce ten infantry, skirmishers, or 


archers, any upgrade you 
research affects them all 
and has a greater effect. The 
worst case is investing in 
several fighting technology 
upgrades for a few units just before a sizable enemy force appears. The upgrades may 
take effect too late to save you. A large, poor quality force is preferred to a higher-caliber 
army that may not be in place when you need it. 


your army and away from your opponent’s 
military structures. 
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Remember that a large force of grunt infantry can be upgraded to champions later. 
There's a lot of game left to make improvements. Go large and ugly in the beginning and 
you may just survive to get beautiful later. 


harassing the Enemu 
Battles don’t have to be massive to be effective. Don't overlook the value of small raids 
that hit the enemy in the money pouch. Harassment that prevents opposition villagers 
from gathering 50 units of food is equivalent to killing said peasant. 

Badger an enemy by making your presence known and applying pressure with 
frequent attacks. To be effective, you must do more damage in terms of destroying 
resources or preventing them from being gathered versus resources you lose in the 
creation of attacking units that are killed. 

For example, two or three infantry can force enemy gold miners to retreat to the 
town center. When attacking with so few troops, be careful to remain outside the range 
of a garrisoned town center and to avoid engaging your adversary's troops. Scare 
enemy villagers away from resources and then retreat to a safe distance from which 
you can watch the resource site. Harass them again if they resume gathering. 
Harassing with fast units 

BA ze like cavalry archers is ideal, but 
(C arnin id Á% even slow units like infantry can 
g Don't spend … Ì be effective. Keep them out of 
so much time micro-managing raids t: IP the enemy’s sight when there is 

that you lose track of your own | nothing to attack. Station them 
economy. Balance the damage being el behind trees and make periodic 
done to the enemy with the cost of the strikes at nearby woodcutters 
attack ín resources and attention taken or gold miners. Keep the enemy 

away from your revenue. from building walls so that your 
final attack is easier. 

If the enemy defense is too 

strong, fall back and concen- 
trate on creating a large army capable of overcoming it. Never sit idle too long, however, 
and never give up the offensive. 


A. Critical Mass 
Kn Ì When you reach the Feudal or Castle Age with a strong economy (30 to 40 villagers at | 
ê vd 


work), start upgrading units and building a large, quality army. Continue the small 
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attacks with expendable troops while bulking up. Don't waste units, however. If your 
harassing units are not sufficiently distracting the enemy, then you're probably wasting 
resources. 

Á steady stream of cheap, unorganized units may serve well to distract your 
opponent at first, but the time for serious action comes quickly. A large army is capable 
of doing substantial military and economic damage if a sound strategic plan is followed. 
Constant attacks at one point allow the enemy to build defenses and react to the threat. 
Don’t give your adversary time to react. A powerful army can enter a town quickly, 
leaving the foe incapable of mounting a viable stand. 


_EN Medierra on 
Distraction a nd Shock Tactics 


An effective tactic is to build se eprek litary buildings outside an enemy town and 


then send a stream of troops i eh Hold back half of the troops you produce. The 


regularity of the stream of attacks keeps the enemy busy while instilling an expec- 

tation based on the numbers of troops you are sending. The enemy may mount 
resistance to deal with that level of attack only. After amassing a considerable force 
at your forward base, send it all ín at once. The sudden change from a manageable 
stream of uncontrolled troops to a very large army now being micro-managed may 
shock the enemy enough to overpower their defenses. — 


nne 


Critical mass is equally important when defending. When under attack, the instinct 
| is to engage the enemy as fast as possible. This often leads to fighting with insufficient 
_troops. {his ís one of the most common defensive mistakes seen in real-time strategy 
games. An attacking army breaks through your fortifications and begins ripping your 
town apart. What do you do? 

First, start making the units that best counter the aggressor. Resist the temptation 
to send them out of the gates as soon as they Te built. This piecemeal response won't 
repel the attack. Set gathering points inside military buildings or away from the fighting 
at a point outside the enemy Ss line of sight. Collect troops here to gain the critical mass 
needed to stop a well-organized assault (see Figures 3.1 and 3.2). 
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Tip Don’t worry about taking some losses or losing some buildings. 
Once the enemy army has broken in, there is nothing you can do.….for the 
moment. Consider every building that’s lost as bought time. Use these 

valuable moments to assemble a counterattack capable of defeating the foe. d 


Metegator on Garrisoning Miulitaru 


lÉ your opponent has penetrated your defenses and enemy units are around your 
military buildings, don’t send out néw units one at a time. This would allow your 
enemy to easily slaughter them and may cost you the game. Instead use 
garrisoning by setting the gather point on top of the building itself. By doing this 
you can build up more units inside the buildings and then unleash an unexpected 
army on top of the enemy.-On offense, this is an important technique for hiding 
the actual size of your rush. When an opponent sees your structures, they won’t 
be 100% sure of how many defensive units are required to counter your rush. 


Group Control 


| Armies become more difficult to control as they grow in size. Certain AoK features make 


managing large forces easier. Becoming proficient with them gives you an edge in battle. 
Ä poorly controlled army can waste resources, especially when attacking an organized 


force. The ability to coordinate different types of units and to micro-manage a few very 
important units is also crucial. 


Grouping Cnits 
Units can be gathered together by selecting multiple units and clicking the “group” 
button. You can then select the whole group by clicking on any unit in the group. You can 


also select all units of the same type visible on the screen by double-clicking on any one 


| of that type. Groups can be assigned a number by selecting one and pressing the Control 
key along with a number key from 0-9. 
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The group number feature 

‚ N can be extremely useful. It 
Tip Individual units can also be « e) works best when you want to 
assigned a group number. Thís can protect ranged units by mixing 
be very useful for managing siege RR them with infantry or cavalry 

weapons or monks. for protection, but don’t want 
g“ to select the whole group when 
micro-managing attacks. 

In a large army of infanttry 
and foot archers, group the bowmen together so they can be selected independently 
from the infantry to direct their fire during battle. Otherwise, you may be constantly 
pulling your infantry from one target to another. lt takes time for each unit to move and 
find its new objective. Minimize these lost minutes by selecting only the archers and 
leaving the infantry on its own. Ranged units don’t suffer from this problem as much. 
Their attack can be changed quickly to wherever it is needed most. 

Grouping can also be effective in any army that contains a large number of siege 
weapons. Ordering infantry and mangonels/onagers to attack the same target can 
have catastrophic effects because the siege weapons have an area attack that does not 
discriminate between friend and foe. Group the siege weapons and infantry separately 
so that they can be selected and commanded quickly even when mixed together onthe ! 
battlefield. More information about using siege weapons in combination with other units 
is featured in a later section discussing siege weapon tactics. 


Csing Motkeus to Control Units 
With the exception of the group control keys mentioned earlier, there are a few other 


hotkeys that are critical to success when fighting. 
The “stop,” “stand ground,” and “no attack” hotkeys can be very useful in some 


situations. These commands need to be issued at moments when speed is important. 
Examples are instances when you want to prevent infandry from destroying either a unit 
or a building you wish to convert, or to keep units from running into danger. 


W _Usethestand ground aggression state to keep units in one location and prevent 
them pursuing enemy units. 


W_Usetheno attack order for units sneaking into an enemy base or when building 
units behind an enemy town. In these cases, one accidental attack can alert your 
opponent and spoil the surprise. 
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W _Thehotkey to order conversion is useful by itself or in combination with a group 
control key assigned to monks. 


Other hotkeys perform game commands, select specific military buildings, and 
order villagers to construct specific buildings. Examine the hotkeys listed under Options 
on the Main Menu and consider ways they might be applied to save time in battle. 


_INX Medierra on. Gsing Iotkens 
with ‚Monks 


One of the best uses of hotkeysiis LA monks that are in a large army. You can mix 
your monks with the other uníts so that they are hard for the enemy to single out 
(using the box formation is an excellent way to do thís) and then assign each monk 


a different number. This way you don’t have to waste valuable time during a battle 
trying to click on individual monks when you want to convert something. 

If you have six monks, for instance, you could set it up such that pressing the 
numbers 1 through 6 would call up each one indíividually. This would allow 
you to convert enemy units in rapid succession for a devastating shock-effect. 

A quick precise attack by-multiple monks could make short work of. a 

Persian war-elephant army. 


gortig Multiple Armies 


Attacking with multiple armies at several points may be more effective than hitting one 
| point with a large force. Multiple attacks distract opponents from concentrating on 
one task and cannot be countered with one large army. In a long game, fighting may 
flare in several arenas and multiple armies might be required to deal with each situation. 

Controlling multiple armed forces is not easy, however. Supervising two small forces 
in one area, or separate armies on different sides of the map can be difficult, especially 
if you need to micro-manage some of the units. Assign group control numbers to entire 
armies so you can move quickly from one to another and simultaneously select your 
troops. 

Knowing you must divide your attention between several locations, assemble armies 
that require a minimum of micro-management. Use masses of relatively cheap units that 
can be easily replaced íf lost and so that at least some will survive if disaster strikes. 
| Don't leave expensive armies unattended. Move those expensive bombard cannons 

to a safe location before directing your attention somewhere else. 
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A Formations 


% The auto-formation system puts any group of units you select into a formation. There are 
two defaults, line and column. Units organize into line formation to move short distances 
or engage an enemy. Column formations are for those long marches across the map. 

Units are arranged within the formation based on speed (faster units are in front so 
they can break off and reach an enemy first), attack type (hand-to-hand units move to 
either the front or outside to defend missile units), and range (missile units with the 
shortest range are behind those with longer range to ensure they all are brought into 
firing range). You'll always see cavalry in the front, followed by infantry, then archers 
and other ranged units, then siege weapons. 


The player can replace the default 
formations with staggered, flank, or 


T' box formations. Whenever the player 
A. ID Dense formations has a group of units selected and the 
are very susceptibletoareafire _ Advanced Commands enabled, buttons 
by siege weapons. Use the dl En for these alternate formation types are 
staggered formation when Es U available next to the default line type at 
facing these types of sik the bottom right. To order the selected 
enemy units. BE units into one of the alternate forma- 


zv tions, the player need only select the 
desired type. 

| Staggered formations are good for 
spreading out units so that an opponent must travel from unit to unit to attack. It's also a 
good formation for keeping troops apart to minimize the area effects of siege weapons. 
The box formation is good for protecting units, such as when youTe bringing battering 
trams or monks to the front lines. 

The flank formation breaks your selected units into two separated groups that can be 
ordered together. In use, one group generally gets attacked by the targeted enemy units, 
while the other moves in without resistance. Thus, this is a decent formation to use when 
going after archers, monks, or siege weapons that an opponent is trying to protect. 


" Combincd rms Tactics 


Á major difference between AoK and its predecessors is greater development in the 
rock-scissors-paper relationship between units. There is a counter-unit for every unit in 
the game. A counter-unit ís particularly effective against its victim. Camels and pikemen, 
for example, are extra-effective against cavalry. A large homogeneous force can no 
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longer dominate the map as in the old days of chariot archers and horse archers. To 
fight well, learn how to combine unit types to compensate for their inherent strengths 
and weaknesses. 


Csing Combined Arms Gffectiveln 


In military parlance, armies made up of different types of units are called combined 
arms armies. Wise commanders mix elements that perform different battlefield roles 
so that the army fights effectively as a whole. Attributes to consider when building 
combined arms armies in AoK include unit speeds and fighting range. Also, be sure 
vou don’t duplicate unit roles. 

Many units in AoK move at different speeds. The new auto-formation feature allows 
a mixed group to move together, but at the speed of the slowest unit. So group units of 
the same general class. Only make exceptions when trying to protect weaker compo- 
nents. For example, always group siege weapons and monks with infantry. 

Groups of infantry are susceptible to attacks by fast moving cavalry archers. Ward 
them off by providing a second group of cavalry archer counter units —camels or cavalry 
archers of your own. [his fast response group may become separated from the army 
they are trying to protect, however. Another solution is to include counter units that can 
stay with the enemy 's hand-to-hand foot units. Good choices are archers, skirmishers, 
and hand cannoneers. 

Don't form armies of units 
mee that perform the same battlefield 
< We ; function. Be diverse and cover 
(Cammin u Any late-game 4 | more possible roles. Don't place 
army should include some siege a bombard cannons and rams in the 
weapons. Without them, an army nn same army, for example. Both are 
can become nearly useless when it k powerful against buildings and 
rans into stone-walls. LN weak against melee units. Add 
pikemen (strong against cavalry) 
or swordsmen (strong against 
pikemen and buildings) to 
complement a considerable force of archers (strong against infantry), not cavalry 
archers (also strong against infantry, but at a disadvantage against cavalry). 

Build siege weapons that round out the other parts of your army. Mangonels 
and onagers are good company for missile armies (archers, hand cannoneers, and 
skirmishers) as they engage the enemy at range. Mangonels don’t get along with melee 
armies (hand-to-hand units like swordsmen, pikemen, and cavalry) because the siege 
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weapons do area damage; friendly units are likely to be hit by mangonels firing into | 
the infantry melee (see Figure 3.3). Scorpions or rams are better accompaniment for 
infantry. 


Tip In the Castle Age, research the upgrade from spearmen to 
pikemen so you are prepared if the enemy starts using cavalry. Pikemen 
and skirmishers are cheap and effective measures against cavalry and 

archers, respectively, so it's wise to incorporate them into any army. 


Combinations of units are not as important early in the game because their 
strengths and weaknesses don't become pronounced until higher quality units are 
available in later ages. Prior to the Castle Age, homogeneous armies or infantry /archer 
or infantry/skirmisher armies work acceptably. 


Foot Armies 


Foot armies are perhaps the least expensive to build and easiest to use. Complements of 
swordsmen and pikemen fight hand-to-hand and attack buildings. Archers and hand 
cannoneers fight at range. Skirmishers engage enemy missile troops. Add scorpions for 
greater antipersonnel firepower and rams to take out walls, towers, and castles. Beware 
area fire siege weapons (like the onager). 


Archer and Siege CCeapon Armies 


Archers and hand cannonneers work well with area fire siege weapons like the onager 
and bombard cannon. Siege weapons can take out walls, buildings, and engage the 
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enemy at a distance. Use the range attack of the missiles to prevent opposing melee 
units from closing with the siege units. Mangonels and onagers may tear apart enemy 
infantry before they can close with the archers. 


Cavalrv Armics 

Combine fast cavalry, camels, and cavalry archers to create armies that can hit vulner- 
able targets hard and run from disadvantageous situations. The cavalry archers can 
engage enemy foot troops and run before they close. [hey can also mass attacks 
against valuable siege weapons or monks. Use camels to engage cavalry coming after 
vour cavalry archers. Use your light and heavy cavalry to ride down archers and 
skirmishers. Use heavy cavalry to ride down your antagonist's swordsmen. This type 
of force is especially deadly to enemy villagers once inside an enemy base. 


Skirmishers and (vand Cannaneers 


This combination works when the army is large. Expect a lot of skirmishers to die in 
front of the hand cannoneers, but since they re inexpensive, this is an acceptable loss. 
Build a lot of them to replenish the ranks. Their role is to keep enemy archers away from 
the more valuable gunpowder units and slow everything within the killing range of the 
hand cannons. Everything else falls under the massed guns. This combination is 
especially good where movement is restricted. The bunching of enemy troops slows 
their passage through the killing ground. Beware area fire siege weapons and large 
masses of anything. 


Paladins and Bombard Cannons 


Do te pe The bombard cannon is a very 
ry unit has à effective, vet expensive, siege unit. 

powerful counter and each unit is used With its long range it can destroy 
with much more purpose than in Age mangonels, scorpions, towers, and 
of Empires. No two-unít combination … castles before they come into range 
is overpowering and, even with Ws „to shoot back, A great complement 
A NEER | to the bombard cannon is the 
does not seem that any unbeatable / à ), Ld paladin, because this heavy cavalry 

combination can be made. C ) unitcan quickly attack any melee 


forces that threaten the cannons. 
The paladin’s speed and power can 
make short work of archers or trebuchets attempting to engage your cannons. Beware 
armies of pikemen and hand cannoneers or fully upgraded camels. 
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Villager Contingents 
Ti « 4 Any foot army can benefit from 
| D AET SER SB Rt  W. having one or more villagers along. 
to repair both buildings and siege er Use these serfs to erect palisades 

weapons of allies. | kto protect siege weapons, to build 
‚ military forts to speed reinforce- 
ments, and to construct forward town 
centers. Villagers are also useful for 
repairing damaged siege weapons. With the sapper technology, villagers gain the ability 
to take down walls and towers. 

Experiment with each civilization's unique units to see how their special abilities can 

be used in combined arms armies. 


® Defending Against Combined Arms Attacks 


Examine the combined arms army attacking you and then pick it apart with an appro- 
priate force of counter units. Begin by identifying what in the opposing army poses the 
greatest threat. Then build units that can eliminate it. 

When the unit you want to target is too well protected for your counter units to get 
through, examine the enemy army type by type. Decide what units to take out first. Peel 
back the layers one at a time to reach its core. 


For example, consider an enemy army 
of scorpions and hand cannoneers covered 

À in front by skirmishers. You want to kill the 
Tip In the later ages, scorpions but the other units keep your 
build several duplicates of each forces away. Throw cheap light cavalry 
type of military construct so you against the skirmishers and swordsmen, or 
can whip up counter-units better cavalry against the rear units. The 
quickly when the need arises. light cavalry should take out the skirmishers 
If you need 20 skirmishers quickly and then be free to go against the 
immediately, don’t be ín a other units. Don't expect to take an enemy 
army out without high cost. The best chance 
of winning, and minimizing the cost of 
winning, requires selecting proper targets for 
each of your unit types. Throwing everyone 
“into a free-for-all usually means disaster. 


position where they must 
all come from the same 
archery range. 
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Siege (Ceapons 


Siege weapons are the most powerful and most expensive units in the game. A few 
well-placed shots from one of these heavy hitters can turn the tide of a battle. They are 
fragile and slow, however, and require careful management. Late-age armies that expect 
to break into enemy towns should include some siege weapons. Standard units have 
great difficulty getting through defended walls, towers, and castles. 


Tupes and Uses 


There are five different types of siege weapons in AoK: battering rams, scorpions, 
mangonels/onagers, bombard cannons, and trebuchets. Each is particularly suited to 
specific uses, and can be devastating to the enemy when used properly. They can also 
be wasted easily or do great harm to your own forces through poor management. 


Battering Ram 
The ram ís unigue among the AoK siege weapons because it is almost totally ineffective 
against other units. Thís relationship reflects the obscure fact, largely forgotten today, 
that very few deaths in the Middle Ages were reported from severe ramming. 
Rams are very destructive to structures of any kind, however, and are also highly 
resistant to missile fire. Keep rams protected from melee units because even a villager 
can take one out fairly quickly. Rams are also very slow. When combined with infantry 
to guard them, they do a great job of leveling fortifications, towers, castles, and other 
buildings. One ram can single-handedly engage and destroy a great many enemy 
towers in succession. 
If you see rams coming your way, attack them quickly with swordsmen or other 
melee units. As a last resort, send villagers against them. 


| Scorpion 


While the scorpion is the cheapest of the siege weapons, it makes a great addition to 
any army because of its versatility. They aren’t particularly effective against buildings 
or fortifications (except in large numbers), though they are good against infantry and 
cavalry because they hit multiple targets with each shot. Their relatively short range 
makes them vulnerable to archers. 

The best quality of the scorpion is that it can be used freely with any type of army 
without concern for indiscriminately killing friendly units, as can happen with other 

siege weapons. Scorpions are useful protecting long-range units from infantry and 
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cavalry. Use them to keep melee units from getting close enough to attack your archers 
and mangonels. | 


Mangonel/Onager 


The mangonel is the most dangerous of all siege weapons, both to enemy and friendly 
troops. One shot can devastate an army of foot soldiers on both sides, so aim carefully. 
Keep them apart from melee units likely to engage the enemy hand-to-hand. lf they get 
drawn into the fight, their fire can kill many of your own troops. 
Mangonels are expensive 
5 Ta units, and must be protected from 

C , EY, enemy cavalry, their principal 
( JUNG | nemesis. They are also at a disad- 
Mangonels and onagers can 5 UE vantage against bombard cannons, 
be directed to attack the ground ==” which outrange them. In the right 
at some distant point. Use thís | | situation, however, one good shot 
capability to interdict enemy is can take out several cannons. 
movement. Enemy units moving The key to enSCHively using 
through the area when it ís hit take a lot these great weapons is careful 


of damage. These siege weapons can also pina Se ia sini BEN 
or with compatible range units like 
be used to knock down trees and cut a ln 
archers. Give them the “don't 
path into an enemy town. 


attack” command to keep them 
from firing at mopportune times. 


TT 


Bombard Cannon 


Probably the most versatile of the siege weapons, the bombard cannon is maneu- 
verable, can effectively attack a variety of units, and has tremendous range and power. 
They are fairly safe to use in concert with any type of unit and require relatively little 
micro-management. Count on them to destroy a town in seconds. Even elephants can 
be fended off with these powerhouse devices. They are also effective fighting naval units 
from land, as they outrange and overpower standard galleys and can outmaneuver 
cannon galleys. 

Bombard cannons work particularly well with hand cannoneers, pikemen, cavaliers, 
and paladins. They outrange mangonels, but you have to see the mangonels coming or 
it might be too late. As with all of the siege weapons, bombard cannons are very 
expensive, so don't leave them unguarded. 


Trebuchet 


The trebuchet is unique because it is built in the castle and requires packing and un 
packing to move and fire. They boast a range greater than any other unit in Aok, but 
are not always accurate. Use them against buildings and castles to strike fear into 


your enemies. 


Tip Trebuchets are very 


expensive, so have a clear reason 
for building one or more of them. 


Guard them in the open because their 
unpacking/ packing time leaves them 
very vulnerable. Keep units grouped 
around them to defend against suicide 


cavalry or infantry attacks. Build a 
palisade around a trebuchet’s position 
before you unpack it. You might get 
the fence up before the enemy 
notices the danger turking, 
making it easier for friendly 

units to defend the weapon. 


_IN_ Medierra on 
Csing Trebuchets Defensioelu 


Though their main purpose is destroying enemy buildings, you may also find 
trebuchets useful in defending‘ walled town. Their great range allows them to hit 
attacking siege weapons from a safe distance. Their inaccuracy can make this 
tricky, however, and so a good tactic can be to set up several of them a safe distance 
behind a wall and set them to attack ground. This can be damaging to an attacker 
but is more valuable for its psychological effect. 


„ composition of the attacking army 
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When you see an opposition 
trebuchet, make demolishing it a 
priority. lf you don’t, it will make 
short work of your walls, towers, 
and other buildings. Anything 
can take it out, but missile units 
must get in range or melee 
units must get adjacent. 


Csing Siege 
CCcapons Effectiocln 


To utilize each type of siege weapon 
effectively, remember their strengths 
and weaknesses when planning an 
army. lt is important to plan the 


before randomly making units. 


Rd 


Don't build just one type of siege 

7 weapon because that's the one you 
1) Ot The Age of Empíres” prefer, or because it appears to be the 
days of catapult and ballista armies most powerful. Learn how to use all of 
are over. Building siege weapons to them and how to combine them effec- 
complement your main army is the ttvely with different types of units. 


AoK way. Developing a huge The number of siege weapons 
- you need to build depends on the 


‚way you intend to use them. Scorpions 
are best in groups of ten or more, for 
example, though just a few can be 
useful in a large mixed army contain 
ing other siege weapons. 

Rams also work better in large 
numbers. Don’t attempt to take down a castle with less than three, plus a supporting 
army. lf you are attacking a town without other siege weapons, you should use a dozen 
or more rams. Send two or three against each building and knock them flat before your 
opponent can respond. 

Mangonels and onagers are best kept in smaller numbers as they need to be man- 
aged carefully. Keep additional units of this type safely in the rear and call them up to 
replace losses or for a special task. 

Bombard cannons can be effective in either small numbers or large groups. Keep 
them separated, not bunched, to avoid costly losses. 

Make sure that the siege weapons in your army are balanced in relation to front 
rank units. Have a purpose for building them. Don't invest in a large force of siege 
weapons without knowing what to do with them. 


Protecting Siege CCeapons 
Siege weapons require a lot of extra management because they are so fragile. The 
exception to this rule is the battering ram, which is very well protected from missile 
fire only. Much of this caretaking involves keeping them protected with other units. 
Cavalry units form the major threat to siege weapons, so it is often useful to keep 
pikemen nearby for protection. In general, archers, hand cannoneers, and stable units 
are better protectors than infantry. While infantry can wipe out units meleeing with 
siege weapons, they may not be able to stop attackers before the siege weapon is 
shattered. Ranged units can kill the enemy before they get close enough to attack. 


force of siege weapons against 
competent opponents is a 
waste of resources. 
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Countering Siege CC capons 


Siege weapons can make a concentrated town disappear before the local potentate gets 
into the field to counter them. lt will eventually happen to you, so when designing your 
cities, spread out military buildings and houses to slow down a siege attack. 

Cavalry units are the best counter 
for siege weapons because of their 
speed. Light cavalry are particularly 
well suited because they are cheap — 
weapons are mostly ranged EEE. costing only food —and fast. The 
units, it doesn't makesenseto “==” power of the force attacking the unit 
counter them with archery range \ / doesn't matter because siege weapons 


units. Missile units are also a poor " are so delicate. The trick is in getting 


choice against rams because rams close to the siege unit, so the speed 
of cavalry units makes them ideal. 


Infantry units are a good second 
choice for countering most siege 
weapons. They can take down rams 
quickly and are difficult for bombard cannons to hit when attacking in numbers. 
Infantry do not fight well against scorpions and shouldn't be used against mangonels 
unless absolutely necessary (see Figure 3.4). When attacking mangonels, scatter 
infantry to minimize damage from area fire. 


(U Arg Since siege Ì 


have very strong piercing armor. 


Figure 3.4: 
Mangonel pummels your 
own infantry. 
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In some cases, a siege weapon is the best counter for enemy siege weapons. There 
is an interesting relationship between them. Scorpions can be effective against bombard 
cannons because they are cheap and ranged, while bombard cannons don't have much 
area damage. Bombard cannons are good at taking out mangonels before they can get 
into range to shoot back. Mangonels are good against scorpions because of their range 
and area damage, especially when the scorpions are massed. trebuchets can take out 
any other siege units if used out of range behind a wall. 


Daval Combat 


AoK offers a variety of maps with significant areas of water where naval combat may be 
important. It may also be significant on land-dominated maps where you'll need to 
block enemy passage over shallows, harass towns with ships, or transport units behind 
defenses. The introduction of the fish trap makes fishing much more effective as a food 
source, adding even more importance to controlling the seas, 


There are four types of warships in AokK, and they function together in another rock- 
scissors-paper relationship. The three basic upgradable ships are the galley, fire galley, 
and demolitton ship. There is also a cannon galley, which operates much like a siege 
weapon on the water. lt can do heavy damage to ships from long range when protected 
behind galleys or it can destroy coastline buildings from afar. 


Galleus 


Galleys are the most basic ship type and serve a variety of purposes. They are effective 
destroying demolition ships because of their great range, but are weak against fire 
galleys. Galleys are the mainstay of an AoK navy and have modest effectiveness 
against units onshore. 


Fire Galleus 
Fire galleys fight at close range but are only effective against galleys and docks. They 
are vulnerable to demolition boats because of their short range. Don’t use them in 


tightly packed groups because of this danger. Fire galleys also perform well against 
cannon galleys. 
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Demolition Ships 
| Wy Place a few demolition Demolition ships are the great 
ships out at the edge of the map. equalizer in naval battles. When 


If a large enemy fleet appears off Be Gm, One player is dominating the sea, 
your coast they won't expect | a small or poorly managed enemy 


demolition attacks from their rear. feetcan be quickly eradicated by 
‚ repeated attacks from these water- 


borne destroyers. [hey Te most 

| useful against closely grouped 
galleys or cannon galleys. Demolition nea: are not effective attacking docks and should 
be saved for groups of ships. 

Another great use for this special purpose vessel is to guard shallows, Keep a group 
of demolition boats out of sight of the shallows so enemies don't expect them. When an 
enemy army attempts to cross, attack the center of the formation while in the water 
(refer to Figure 3.5). The area damage can be devastating. 


Figure 3.5: 

When a large group of 
units attempts to cross the 
shallows, send in the 
demolition boats and try to 
detonate them in the midst 
of a group of units. The 
area damage will be 
devastating. 


Cannon Gallcus 


Cannon galleys are not very effective in naval combat unless used in the rear of a large 
fleet, where they are safe from attack. Cannon galleys can lay waste to an enemy's 
coastline quickly by firing on docks and buildings from the safety of the water. They fire 
powerful long-ranged volleys but are slow to fire. They are capable against structures 
and other fixed targets, but poor against units that can evade their fire. Five to ten 
cannon galleys can sweep the coastal areas of the enemy if unopposed. 


Official Stratcgics & Secrets” to 
AKKER \licrosoft® Age of Empires® LL: The Agt of Kings” 


| Csing Ships 
Tip Build many docks | GC ij Ï tu clu 


because naval warfare can befast- soil BEAR REEN ELT te 
paced and Ît ís often necessary to be no one ship does everything well. 
be able to build a large number of PIN Just as onland, fighting on water 

ships rapidly. k requires combined arms. Main- 
“taining a navy with at least two 

different types of fighting ships is a 

good idea. Use your galleys as your 
main force but keep fire galleys or demolitton boats in reserve so that they are available 
to quickly counter attacks. Galleys and cannon galleys are primarily offensive ships; fire 
galleys and demolition ships are defensivel oriented. 


 Gaining Sca Superioritu 


Gaining naval superiority requires defeating enemy ships at sea and eliminating enemy 
docks from which more ships can weigh anchor. The rule of critical mass also applies at 
sea. lf vou commit to building a navy, build 10 to 20 ships, not just a few. Once you 
have a sizable fleet, upgrade your ships for maximum efficiency. You want to win 
quickly and decisively, discouraging enemies from going to sea again. 

Build four or more 
docks. Keep them in 
protected areas and guard 


Tip Don’t engage in any naval fighting 


them with towers, which 
until you have a fleet large enough to totally can be very handy when 
dominate the seas. Destroy enemy naval forces / defending against ships. 
quickly and then maintain control of the es ‚ Keep the existence of your 
waters indefinitely by preventing the enemy growing navy secret until 
from building docks. | WB youare ready to act. Gang 


ER. up on enemy ships to | 

bh _eliminate them quickly and _ 
f “then go after their docks. 

Ignore fishing boats until the naval war is won. Demolition ships are the prime targets, 

as they can damage several of your ships simultaneously. 


(Cresting Sea Superioritu from Enemies 
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Vessels can be repaired by villagers. This is very cost-effective because repairs 
require only wood. Whether the micro-management required is a good use of your time 
is another matter. 

À key to maintaining sea supremacy is halting the enemy s effort to build docks. 
Position ships along enemy shores to watch for dock construction. lf new enemy ships 
are spotted, find and destroy their home ports immediately. Use waypoints to set up a 
shore patrol past enemy coastlines. 

On maps with lots of water, seize control of wood supplies. Build docks in several 
locations so you can reinforce your fleet quickly wherever you are on the map. On maps 
where towns are on islands, and must be built along coastlines, players can be devas- 
tated by cannon galley attacks. Be the devastator, not the devastatee. 


Before committing to an expensive campaign to take naval superiority away from the 
enemy, have a strong reason for wanting to do so and a plan for making it happen. On 
water maps, sea control is critical for maintaining trade routes, transporting units, and 
isolating enemies. Sea control is much less important when the sea consists of a strip 
encircling the world or a river cutting it in half. 

If the enemy is using a small strip of 
water to bombard your town with cannon 

- galleys or galleons, counter attack with 
Tip If your fishing fleet land units and towers rather than ships. 
is destroyed and naval superiority Regaining control of a narrow river in the 
is not critical to victory, cut your jn ' center of a map can be very difficult also 
losses, abandon the sca, and ts because tne enemy can flood the river 

use the wood now saved to Ea. with ships and prevent dock building. 

4 Control narrow water areas with land 
‚units and towers. Towers are effective at 
keeping galleys away but don’t work well 
ö against cannon galleys. Use mangonels, 
scorpions, or bombard cannons against them. Bombard cannons are the best because 
of their range and power. Other siege weapons are not effective against ships. 

If you must fight at sea, begin by preparing an area to place a dock by building 
towers first. Have at least 2,000 units of wood on hand to build docks and ships, and 
have 20% or more of your villagers gathering more wood. Then start the dock when no 
enemy ships are present and put five to ten villagers on it. As soon as it is up, begin 


make farms. 
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building demolition ships and begin a second dock. Get four docks up and constructing 
ships. With four docks going, research ship upgrades at one while building galleys at 
the others. If you can get 10 to 20 ships on the waves before the enemy notices, you 
have a chance to gain naval superiority. Refrain from attacking until all upgrades have 


been completed. * 


CC aming 


Never start a naval war or 


try to fight one until you have 
enough wood coming into build > 


four or more docks simultaneously. 

Then build ships continually from 

each of them for as long as it takes 
to win. 


If the enemy moves on your positions 
before the building plan is finished, wear 
the opposing fleet down with demolition 


im ship attacks. Attack in waves so your 


destructive devils can't be blown apart 
one by one. Sustained demolition attacks 
can drive off almost any fleet, giving you 
room to put a large navy into action. If 
the attacks are persistent, throw up some 
towers near your docks and research 
heated shot. Bombard towers are ideal 
for this purpose. 


doanced 
_ Strategies and 
Tactics 


ow that you've covered The Age of Kings’ strategic 
foundation, it's time to build on that knowledge. While many ofthe 
tactics and concepts you learn here can be applied to the single-player 
campaigns, these chapters are particularly geared túĳoward making youa 


top-notch multiplayer opponent. 


Chapter 4 expands on what you learned back in Chapter l and offers 

a detailed, minute-by-minute guide to quickly setting up a thriving 
economic infrastructure. Master its tenets, then hone your offensive 
and defensive technigues with the tactics presented in Chapters 5andó. 
Finally, Chapter Z explores strategies specific to multiplay, including how 

to be a superior ttammate, while Chapter & takes an in-depthlookateach _ 


civilization’s strengths and weaknesses. 


doanced 
Economics 


agood economy is more than just understanding how to 


ow that you understand The Age of Kings’ (AokK) 


basics, let's put that knowledge to use in a real game. Building 


gather resources. You must plan your strategy and organize 


ed en en nn oe 


your economy to support that particular strategy. 


Pl 


This chapter applies to every Aok game mode, but it's 
especially useful for skirmish and multiplayer games. lt 


discusses how to get your economy off the ground and into 


the next age, ltdescribes the options available and how the 


economy must be shaped to support your choice of strategy. 


EE a mer ere er 


Finally, you’ll read how to keep your economy working 


smoothly in the hurly-burly period of the Imperial Age. 
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Getting a Good Start 


Waging war is a tough business. Getting a good start is critical to success in AoK. The 
first ten minutes play a large role in determining the resources available to wage war 
with in the coming ages. This section shows how to get off to an immediate good start 
by outlining the key actions to take at the game's outset and as the game progresses. 
Repeat these tasks in the order listed, game after game, until you feel comtortable with 
each step. As you develop your own style, you'll want to alter these steps to improve 
your early game economy given your strategic goals. 

Á unique aspect of AoK compared with most other RIS games is that random map 
generation makes every game different, so you can't depend on a set “build order.” 
Keep the following principles ín mind and refine your techniques as you get better. 


Wour First Thirty Seconds 


One of the drawbacks to playing random map games at default resources is that the first 
thirty seconds are very important to your long-term success. While it is quite possible to 
recover from a small stumble later on in the game, a stumble at the start can put you 
way behind your opponents. Then, like compounding interest on your credit cards, a 
mistake keeps adding up. Even getting behind an opponent by only two villagers at the 
outset can mean that opponent has a 400-resources advantage ten minutes into the 
game. The following steps will help you get the fast start that all the lads and lasses 
admire! 

Ät first you may not be able to do all the steps in thirty seconds, but keep practicing. 
This is a lot to do in a short time, but soon it will become second nature to you. 


Oveue Dew Villagers 


The moment the game screen comes up, use the hotkeys to select your town center (the 
default is H) and queue up as many new villagers (C) as possible. In the early phase of 
the game, constantly train new villagers. Failing to keep up with opponents’ villager 
production means you'll have fewer villagers gathering resources than they will. Queue 
up as many villagers as possible. 


Build a Mouse 


Immediately select your villagers and build a house. You want to get a house up quickly, 
but you also want to leave open space around your town center for farming. lt is 
important to get the first house up before your fourth villager appears, otherwise you 
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will suffer a delay producing your fifth. To build a house quickly, double-click on one of 

your villagers. This selects all of your villagers visible in the current screen. At the start, 

these are your three initial villagers. Use them to build a house near the villagers, but at 
least three tiles away from the town center. Figure 4.1 shows villagers building a house 
at the start. 
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Figure 4.1: 
B ber Aj Use two or three villagers 
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between it and your town 
center for farms. 


Starting with the Chinese 


You’ll generally use the same starting technique when playing a game with the 
Chinese civilization, but you have fhe ability to make some modifications. You 
already have twice as many villagers as any other civilization, but only enough 
food to make one more. Also; because your town center supports a population of 
ten, you do not need to make a house right away. 


Use these advantages to get all of your víllagers onto food production right away. lf 
you cannot see it available at the start, fan your villagers out quickly to locate the 
first source of food. Once you have enough food, queue up your eighth villager. 

Use this villager to build your first house.” Ne 
Á De nr. : _ … 
If you have a decent starting position —food readily available — and you play it just 
right, you might be able to maintain a one or two villager advantage from the start. 
Ágainst evenly matched players, this can provide a significant advantage. 
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lf one of the villagers is too far away to help build the house, use him to help scout 
the initial area until you’ve found food. Once you find food, redirect the villager toward it. 


Scout for Food 


While your villagers are busy building a house and your town center is training more 
villagers, use the scout located nearby to search for your initial food source. You can 
quickly select your scout using the hotkey “,” (which hops you from one idle military 
unit to the next) rather than searching by scrolling. Use way points (hold down Shift 
while right-clicking) to have the scout search around in a pattern. ie 


Gather Food 


Getting food is the most important step you must take next. Gather the first food source 
you find. If you find both sheep and berries, collect food from the sheep first because 
this food source is faster to collect and gives you a greater chance of maintaining 
uninterrupted villager production. Get all your villagers on the first berry patch or sheep 
flock you find. Sheep are the best, but you can do well with berries, too. lt is critical to 
get food flowing in quickly so that you can maintain villager production. Collect 50 food 
by the time the seventh villager is produced or suffer a break in villager production. 
If you find sheep, 
move all of your villagers 
e to the town center to begin 
Tip Queue up a new villager every = slaughtering them. lf you 
time you have the 50 food necessary to do so. 5” 7 find berries instead, move 
Don’t let your food level rise above 50 until Ek” 3 your villagers to the 
you're saving up to advance to the next age. ER berries, build a mill right 
next to them, and start 
harvesting. 


PE _ 


Sct a Gather Point for Dew Villagers 


Once you have the first food source identified, set the gather point for your town center 
to that food source using the I hotkey (or right-click on the resource). If you are really 
fast, you'll be able to set the gather point before your first villager is produced so that 
the villager goes directly to that food source and begins working. Every second counts in 
the beginning phase of the game, and saving that one or two seconds assigning time per 
villager really adds up fast. 
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Tp Always have a gather point set for your villagers so that they 


are assigned a productive task. As the game gets more intense, you'll often 
forget to assign them tasks manually. 


Continue Scouting 


Set more way points for your scout to keep the scout actively uncovering the hidden 
areas of the map. Before rushing off in search of the enemy, explore the rest of your 
surrounding area. Continue to use your scout to locate the remaining food in your area, 
the nearest forest, and the nearest gold. Use way points to set the scout on autopilot, 
freeing your concentration for the other tasks of managing your fledgling economy. As 
the scout uncovers terrain and resources, listen for the “bell” sound that signifies you've 
discovered sheep. 

A simple technique 
for controlling your scout is 

z to use the minimap. Assign 
Tip Even while scouting, constantly a hotkey to the scout by 
keep an eye on your town center to make sure selecting him, then pressing 
villagers remained queued up throughout the Ctrl-#, where # represents 
entire first fifteen minutes or so. It takes about any number from 1 to 9 on 
twenty-five seconds for a villager to train at the the keyboard. Then press 
town center, so you should revisit your center the key to select your scout 
every twenty seconds or so to make sure you (holding Alt while pressing 
have a villager queued up. The best technique is the Scout’s number will 
to just use the hotkeys, H for the town center _ move your focus to him), 
and and C to make a new villager. A good a ' and right-click on the | 
tactic ís to scroll around with your scout, Be MD minimap to move the scout _ | 
quickly hit H and C every twenty seconds, \ to that location. You can 
then shift back to the scout. S WB also set way points (by 
;\ holding Shift and right- 

clicking) on the minimap 
to order searches in ever- | 

widening circles around your town, as shown ín Figure 4.2. Complete the order by 
releasing the Shift key and right-clicking one more time. 
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Figure 4.2: 
Use the minimap to 
control your scout. 


The Dext Five Minutes 


Okay, you've started villagers, built a house, and the food is rolling in. Now what? 

The next steps are to build another house, set up a second food source, start chopping 
wood, and continue to scout your local area. Regardless of what your opponent does at 
this point, keep your cool and stick to your game plan. 


Build Another Mouse 

Your seventh villager's 
appearance signals the time to 
build another house, because 
including the scout, your 
population will be at eight. 
Occasionally, you can get 
away with building it earlier, 
but dont risk not having 
enough food to make your 
eighth villager. Since it takes 
about twenty seconds to build a house, start the construction two villagers before you 
need it. Its usually a good idea to build a house when your population is at eight, 
thirteen, eighteen, and twenty-three. 


Establish a Second Food Source 


[o prevent bunching too many villagers on one resource location, move villagers six 
__ through ten to your second food source, whether it's berries or sheep. Change your town 
| center's gather point so these villagers automatically move toward the food source. 


| (Cammin U Forgetting to es) 
build a house in time to allow a larger EJ 
population ís a common problem for 
new players. Build houses well before _… 

| you need them to continually grow 3 
your population. 


”, 
Pe 
” 


NK AESN: WNA Official Strategies < Secrets” to 


ANNAE \licrosoft® Age of CEmpires® LL: The Age of Kings” 


_EN Medierra on. Farming Garlu 


Depending on the map and yóur strategy, hunting may not always be the most 
efficient third food source after sheeft and berries. lt requires micro-management 
to hunt and gather the meat from the animals, which can take your attention away 
fronr more important matters. 


Experiment with farming in the Dark Ages and you may find it more compatible to 
your strategy for some civilizations. To make it work, you will initially need more 
villagers on wood. Once you have enough villagers on food to keep that 50 food 
coming in to build villagers, put all the rest on wood. Soon you will have a lot of 
wood coming ín and will be able to make a new farm every timeanew villager pops 
out. Make sure you plan enough wood so that you can begin building farms with 

the villagers who were working your original food sources before they run out. 1 
like to gradually take villagers off of berries and sheep and make farms when l only 
have a few sheep or bushes left. 


The beauty of this strategy is that you will not go through a time right before or 
after the Feudal Age where you run out of alternative food and have to shift 
your whole economy to farming. Just be sure to research the horse collar 
right after you advance. 


Chop CCood 


In AoK, there are always a few individual trees located near your town center, so don't 
build a lumber camp near a forest right away. Take the time to chop the trees around 
your town center. They provide enough wood to make your third and fourth house, plus 
a lumber camp. Begin chopping wood once you have five villagers or so on each of your 
two food sources. Again, change the town center’s gather point so new villagers move 
immediately to the selected tree. 

Keep an eye on your choppers. Once they finish a tree, they choose another to chop 
next. Your villagers are not the wisest of God's creatures, however, and may choose a 
tree far away. Gather up your choppers and make sure they work on the close trees first, 
otherwise they may run off in different directions, as shown in Figure 4.3. 


1 
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Figure 4.3: 
Villagers may disperse 
after chopping a single tree 
near your town center. 


The Sheriff on Food Sources 


For me, berries are too slow, so l rarely put more than a couple villagers on the 
berry patch. Instead, | concentrate ón getting as many sheep as possible at first. 
Then l hunt. One easy way to hint ís to send a single villager out to shoot at a wild 
boar, then run back to the protection of your town center. The boar will chase the 
villager, snarling and grunting. The villagers at the town center can then kill the 
boar and gather the food, allwithout walking the group far away or building a new 

mill. By the time Ì have finished off the sheep and all the boars in the area, my 
berry patch ís almost done. Then l begin farming. 


Continue Scouting 


Keep your scout active. By now you should have explored several ever-widening circles 
around your town, uncovering the key resources. Pay particular attention to: 


W_ Sheep 

Good hunting grounds 
Gold piles 

Stone piles 


Opportunities to easily wall in your town area 


« £ & & & 
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2 The Dext Ten Minutes 
1} 
4 


After the first five minutes of the game, begin rethinking your initial strategy, making 


sure it is still valid after you have surveyed the terrain. At this point, the primary goal of 
your economy is quickly getting the 500 food necessary to advance to the Feudal Age. 


Things you should do during this period include: 
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W Build alumbercamp 


Yg) 


W_Scoutyour opponent 

W_Establish a third and fourth food source 
W Build a mining cam 

W Research the loom 


W_Advanceto the Feudal Age 
Build a Lumber Camp 


Build a camp next to the closest forest so that villagers spend less time walking and 
more time chopping (see Figure 4.4). Put five to seven villagers on wood duty. 
Depending on your strategy, you may want more woodcutters, especially if you plan 
to make more villagers before advancing to the Feudal Age. 
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Scout our Opponent 


Once your area is scouted, visit opponents to locate town centers and key resource 
locations. The priority is locating gold piles. Gold will be a key strategic objective later in 
the game, and you want to locate all the piles near enemies. They will be scouting and 
doing the same to you. The next things to look for are stone piles and forest locations. 
Try to identify likely targets for your military if you decide to attack early. 

After you have thoroughly scouted the enemy, scout the rest of the map, looking for 
the key resource piles of gold and stone. These will become important later on. 


Establish a Third and Fourth Food Source 


During this time, your first food source runs out, and you will need to find another. L 
The best option is to hunt the wildlife nearby. There may be a second berry patch just 

outside your town, but hunting is the fastest. You'll need to reserve 100 wood to build 
another mill wherever you choose to gather food by hunting. 


_IX_Medierra on- Building Mills 


Oftentimes, boars or deer appear near the edge of the water. Before you drop a 
mill right next to the animals, checkta little ways up and down the coastline for 
shore fish. If there are shore fish nearby, you have a great opportunity to increase 
your food source without spending any more wood or walking time. Villagers can 
carry a significant amount of meat from hunting and can lure boars to the mill, so 
it is best to place the mill in close proximiíty to the fish. 


Build a Mining Camp 
Begin mining gold before advancing to the Feudal Age. First, you'll have the gold when 


vou need it. Second, enemies may try to take over your gold piles, preventing you from 
getting the important resource. 


Bescarch the Loom 


[he loom is an upgrade that increases villager hit points, armor, and piercing armor. 

lt is researched at the town center and costs 50 gold. Always research the loom before 

advancing to the Feudal Age or before sending villagers outside the safety of your town. 

Wolves roam the countryside, and loom technology helps protect them. This also helps 

villagers defend against those annoying enemy scout attacks. Research it during the 

period when you have stopped dina new villagers and are accumulating food to go 
_tothe Feudal Age. CR 
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Edvance to the Feudal Age 

Once you have 500 food, the required buildings, and twenty-four to thirty villagers, 
get to the Feudal Age. Having that number of villagers before advancing is important. 
lt balances the need to get there quickly with the need to have a sizable economy. 


Under perfect condií- 
tions, its reasonable to 
8 { ) reach the Feudal Age in 
| Ott Bring up the game clock ki under eleven minutes with 
to check your times by pressingtheF11 ®, twenty-four villagers. (This 
key. This shows both the elapsed time A \ requires beginning the 
and the current game speed. | Feudal Age upgrade at the 


town center by 8:50, since 
researching the Feudal Age 
advance takes 2: 10.) lf you research the loom first, your Feudal ttme should be under 
L-l#30. 

Ä larger economy of thirty villagers can reach the Feudal Age under 13:30, or under 
14:00 if you research the loom first. 

Until you get a lot of experience, don’t make fewer than twenty-four or more than 
thirty villagers in the Dark Age. Doing so requires special skill and handling that most 
new players lack. lf you make too many, you are susceptible to attack while still in the 
Dark Age. Make too few and you will not have a strong enough economy to make a 
large army. 


Cxpanding Vour Economu 


After you advance to the Feudal Age, you have more options at your disposal. Now you 
are free to begin attacking in earnest, or you can try advancing quickly to the Castle Age. 
Ättacking in the Feudal Age is generally called “rushing.” Going straight for the Castle 
Age is usually called “castle jumping.” A riskier third option is called “booming” — 
making a really large economy before advancing or attacking. 

The path you choose depends ultimately on your playing style, your opponents, | 
map terrain, and the civilization you are playing. Also, you'll play differently ina head- 
to-head game versus a game with teams of four players each. This section discusses | 
things to look out for as you try each strategy. 
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H BRushing Economu 


If you plan on rushing, set up your economy to support the troops you'll be using. [he 
proportion of villagers you have working on each resource should be in proportion to 
the cost of the units you're using. This enables production of a large army quickly, and 
leaves time to manage troops, rather than villagers. Otherwise, you might be able to 
build only a small force before running out of a critical resource. 
Ás an example, if you are 
using all infantry, put around 
- 2 12% of your villagers on food 
Tip Use the economic minimap MR and 25% on gold, since infantry 
to quickly check the number of villagers EL cost 60 food and 20 gold. 
you have on each resource. DN Or let's say you're making 
archers and infantry in equal 
numbers. You'll need around 
40% of your villagers on gold, 40% on food, and 20% on wood. Reserve extra food to 
keep making villagers and extra wood to build military buildings, houses, and farms. 
By balancing your economy properly, you'll be able to sustain the military rush 
much longer than an unskilled opponent will, and you will win if your foe is not 
prepared defensively. 


Ielegator on Castle Yumping 


Your economy will drive your offensive when you are castle jumping. lf you have a 
lot of farms and extra food, make ligft cavalry. If your economy is more balanced 
between wood and gold, use cavalry archers. Tailor your economy to your strategic 
needs when upgrading to Castle’ Age. Use your first Castle Age strikes to delay your 
opponents, limit their access to gold, and keep them from walling. 


Castle umping 
If you re going straight for the Castle Age, shift most of your villagers to gathering food 
the moment you hit the button to advance to the Feudal Age. You'll also need wood to 
build the required Feudal Age buildings and additional gold to research the advance. 
Efficient castle jumping requires being ready to build the the two necessary Feudal Age 
buildings immediately upon entering the Feudal Age while quickly acquiring the 
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necessary 1,000 food and 800 gold. You want to be able to click to research the Castle 
Age advance as soon as the two Feudal Age buildings are complete. 
When attempting to enter the Castle Age as quickly as possible, prepare for it as 
soon as you begin advancing to the Feudal Age. While researching the Feudal Age 
advance, prime and balance your economy to gather the resources required for the 
Castle Age advance: 1,000 food and 800 gold (see Figure 4.5). | 
If you have researched the loom, however, you'll need to replace the gold spent on 
that research. Put at least two villagers on gold if you start mining prior to advancing to 
the Feudal Age. 


Tip Most good castle jumpers get to the Castle Age with no troops, for 
every unit you make in the Feudal Age slows your advance. If you can get to the 
Castle Age before your opponent with a solid economy for cranking out troops, 
then you have a great chance of winning. Some players typically don’t build 
troops until they are about to be attacked or have fust clicked the button to 
advance to Castle Age—they prefer to save resources for a “shack troops” 

rush of knights and cavalry archers right after hitting Castle Age. * 
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The food is a bit 
: trickier, since you'll 
(Carmn ú Once you have clicked on the need wood to build 
button to research the Castle Age advance, shift mills and farms to get 
vour economy again to support the troops you'll * the food. Keep the 
be making. Nothing is more deflating than Kee amount of wood and 
getting to the Castle Age very quickly and Bik A food gathered roughly 
not having the right resources to make the We equal. This should 
troops you want when you get there! | B} provide enough wood 
| to build your needed 


houses, buildings, and 
farms. lf you have thirty villagers working, have ee or Pes on gold and the rest evenly 
split between wood and food. This should ensure you have the right balance of 
resources to advance quickly. 


Boaaming 


lf you plan on booming (focusing on a large economy), spend most of your resources 
on villagers and fishing boats, delaying the advance to the Feudal Age for as long as 
possible while remaining safe. Villagers cost a lot of food and boats cost a lot of wood, 
so you ll need a lot of both. Booming is easier in many respects because you can put all 
your villagers on wood (to make more boats) and all of your boats on food (to make 
more villagers). You can quickly build up a very large economy this way. 

Booming is very risky, 
however, because it takes 

< longer to get to the Feudal 
Tip Build walls quickly by selecting and Castle Ages. Once there 
the wall, then holding Shift and left-clicking eb il BEEN VAR LRE EE B 0 
while dragging where you want the wall oM 25) large economy and a good 
placed. This is much faster than putting E 1 t chance of winning, but in 
up the wall section by section. d | \ many cases, opponents 


Y“ attack before you are ready. 

Booming is more 
dangerous than it was in 
AOE and RoR because docks and fishing boats are now more expensive. Also, fishing 
boats are harder to defend than farms. You can build walls to defend farms, but you 
cannot build walls to defend fishing fleets. 
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Cpgrading Wour Villagers 
Researching the economic upgrades for villagers is very important. [hese upgrades 
make villagers more productive as you advance through the ages. There are different 
types of upgrades. Some improve the speed at which villagers gather. Others improve 
their carrying capacity and the speed at which they move. There are also upgrades that 
improve their ability to build, attack buildings, and defend. 


Out4Blood on Cpgrading Wour Villagers 


In general, research each villager upgrade as soon as you can afford it. The longer 
upgraded villagers work, the soonet;the upgrade pays for itself. Don’t upgrade 
improvements for those resodiihal you are not gathering, however. Also, don’t 

research upgrades‘when you should be building an army. 


In a typical game, l research simultaneously the double-bit axe, gold mining, the 
horse collar, and the wheelbarrow, as soon as l reach the Feudal Age. Most 
opponents don’t attack right away, and [Il still have enough resources to build a 
defense if l need one. By the time 1 get to the Castle Age, my upgrades have all paid 
for themselves and I'll have a stronger economy than any non-upgraded opponent. 


& mad 


Gathering Bate Cpgrades 


You can upgrade villager gathering rates for wood, gold, and stone beginning in the 
Feudal Age. As you advance through the ages, you can research additional improve- 
ments in work rates. The wood gathering upgrade is researched at a lumber camp. 
Gathering rates for gold and stone can be upgraded at a mining camp. 


1 )0 (C Don’t underestimate the power of upgrading villagers. 
A fully upgraded Imperial Age lumberjack, with all the wood chopping 


upgrades and town center upgrades, chops wood morethan 75% faster #” 
than a non-upgraded lumberjack. This means that four lumberjackscan % 
do at least the work of seven. 
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Carruing Capacitu Cpgrades 

You can upgrade villager carrying capacity at the town center. The wheelbarrow and 
handcart both improve villager speed and carrying capacity. You can research the 
wheelbarrow in the Feudal Age and the handeart in the Castle Age. 


Other Cpgrades 


There are also other upgrades for villagers. The treadmill crane, researched at the 
university, improves the speed at which villagers construct buildings. Sapper technology 
is researched at the castle and improves villager attack strength versus walls and 
towers. The loom is researched at the town center and improves villager hit points, 
armor, and piercing armor. 


Tip There is no set formula for which technologies — whether 
economic or military —to research first. It ís entirely dependent upon your 
strategy and economic position. If you plan on making troops and attacking ín 
the Feudal Age, research the military upgrades and get the económic ones 


when you have extra resources. If you plan on castle jumping, you might 

not research military upgrades until after you have begun the advance to 

the Castle Age. If you need the resources right away for troops, make 
troops. If you don’t, get the upgrades. 


Outside the CC alls 5 
By the time you reach the Castle Age, you should have a strong, healthy economy. You 


should have also built a stone wall around your town to keep out enemy raiding parties. 


Expand, Expand, Expand 


Keep expanding your economy. Continue to make more and more villagers until you are: 
W_Unable to manage them, or 


W _Runninginto the population limit. 
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One of the most common separators between top players and average players is the 
ability to expand their economy while still managing it. Instead of expanding, average 
players typically stop making new villagers after they reach the Feudal and Castle Ages. 


Out4Blood on. Expanding 


One of the best techniques for expansion is to build multiple town centers. 
Once in the Castle Age, you may build additional ones. While very expensive, 
they are Ke, ùseful because they: 

7 


w_ Trainnewvillagers, _ * 


Äct as collection points for all resource types, 


Allow garrisoning to protect troops and villagers, 


vv Shoot arrows at nearby enemies when garrisoned by villagers or ranged-units, 


Heal units garrisoned inside, and 


Have a lot of hit points. 


Once l reach the Castle Age, l usually build three or four of these right 
away depending on how much food and wood l have. l can use them 
to quickly boom my economy or to guard key resource locations like gold 
and wood from raïding parties. 


Because putting more than a few villagers on each resource location is inefficient, it 
is a good idea to expand outward and begin gathering resources from locations outside 
your immediate town. Don't get carried away, however. 1 you expand recklessly and 
dont protect your villagers, expect heavy losses from enemy raiding parties. Keep 
expansions moving toward the center of the map. Doing so gives you a base from which 
to attack the enemy, makes it easier to defend if you have to move troops from offense 
to defense, and puts you closer to all the other resources on the map. lf you focus on the 
resources near the edge of the map and your opponent goes for the center, you typically 
have to fight through their entire army to get to the remaining resources later 

in the game. 
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Managing an Imperial 
“ge Economu 


There are two goals for the Imperial Age: expand and conquer. Continue expanding your 
economy, gathering and controlling more and more resources. Capture enemy resource 
locations and prevent opponents from gathering resources in and around their towns. 


Keu Points to Remember 


Ás you enter the Imperial Age, there are several points to keep in mind: 
W Protect your villagers 
W _Controlthe gold 


W Keep your economy running smoothly 


Protect Your Villagers 

The enemy will try to disrupt your economy by sending raiding parties or maybe an all 
out assault. Make sure you have completely walled in your villagers and vital resources 
locations (see Figure 4.6). Use town centers as collection points when gathering 
resources far from your town, so that you can garrison villagers if they get attacked. 
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An economy that ís large and undisturbed is very difficult to defeat. Periodically 
check to make sure the enemy has not broken into your base to attack your villagers. In 
a large, chaotic game it is easy to miss the warning bell that sounds when you are under 
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attack. If that happens, you'll eventually scroll back looking for wood choppers only to 
find decaying skeletons. 


1 ) Û LC The “attack alarm bell not sounding” bug was one of the most 
elusive during AokK development. Monitoring by others finally convinced those # 


reporting the bug that they were just too busy in the game to hear the alarm. / 


Control the Gold 


Gold is the fuel of civilization. Without it, you will surely die. The same is true for 
enemies, however, and taking control of their gold is a strong advantage that can win 
you the game, Have the entire map scouted by the time you reach the Castle Age (see 
Figure 4.7). If you find that the enemy is not going to surrender to your obviously 
superior skills, focus your military efforts on securing the random gold scattered across 
the map. They'll eventually run out of easy gold and be forced to obtain it in much less 
efficient ways. This puts them at a severe disadvantage. 


Keep Your Economy Bunning Smoothlu 


Nothing is worse than an idle villager standing around doing nothing, unless it's two 
villagers standing around. In the later stages of the game, many players forget to 
reassign villagers to new tasks once resources have run out. 
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This is especially true 
with gold and stone 


miners. After gold or stone 
look around for a new work site within range mines are exhausted and 


when their current site becomes exhausted. , no other mines are nearby, 
Woodcutters can usually find a nearby tree, Me RDE le Ee werd te Let 
but miners are often too far from another t / alarge group, awaiting 
gold or stone source. Á ; orders (see Figure 4.8). 

4 Keep watch on miners as 
the piles begin getting low. 


| )0 Le Villagers gathering resources 


Figure 4.8: 
Slackers! Go find a new job 
now that the gold’s gone. 
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The other slacker to watch 
. for is the farmer. He's easier to 
Tip RER RRD GLE spot because farms make a 
are managing a huge economy ís to plant GE noise when they become 
farms all at once in batches. This way MR exhausted. Quickly hit the last- 
| they all run out at the same time and Ij event hotkey (the default is 
can be replanted efficiently. This P AN Home) to go immediately to 
minimizes time away from the fighting. that farm, then replant it. 
Another guy to watch out 
Í for is the lumberjack, although 
___not because he's a slacker, but because he’s an idiot. Lumberjacks don’t stop working 
when the trees run out, instead they go out in search of new trees. They even search for 
| trees that are very far away. They’ll walk several screens to chop a tree and walk all the 
way back to drop off the wood. Watch for these geniuses so you can build new lumber 
camps closer to the wood. a 
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Tip As lumberjacks chop into a forest, build a new kumber camp 


S4* 
closer to the current forest line. A good rule of thumb ís to build a new camp | > í 
when the tree line ís five to seven tree stumps away. | 
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Csing Motkcus 

In the lmperial Age, you are likely to have a large population. In addition to managing 

your economy, you'll be scouting the enemy, training military troops, and engaging in 

combat. This ís a lot to do at one time! 

Most of the top players 
manage this chaos by using 
T' the handy hotkeys. Hold the 
E 8 ID Learn the hotkeys and use them! mouse pointer over an icon 
lf you find yourself having trouble memorizing to see its name, its cost, and 
the game’s default hotkeys, try customizing its hotkey. Combine the use 
them to something easier to remember. of the mouse and keyboard 
Make flashcards and have your friends and to make giving commands 
neighbors quiz you. Put the list of hotkeys ler much faster, since you can 
under your pillow to learn them by osmosis. SE now select the unit with 
If that doesn’t work, try writing them on LR the mouse and issue the 

the ceïling above your bed. command at almost 


the same time. 


Cse It or Lose It 


In the Imperial Age, there is no need to save up resources to advance to the next age. 

This is it. Spend all the resources you have available to build large armies to conquer 

your opponent. Unless you are saving for an expensive upgrade, spend to keep your 

resource stockpile well under 1,000 for each resource. If you find it difficult to spend 
resources fast enough on military units, construct more military buildings so you can 
make more units simultaneously. Researching conscription at the castle also enables 
units to train faster. 
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Endgame Resources 


Over the course of a medium to long game, gold is the most important resource. 
Control as much gold as possible. Remember that AoK is fundamentally an economic 
game. lf you are evenly matched in military skills, the side able to mine the most gold 
has a better chance of winning. Gold is required to make all of the advanced military 
weapons. Once the gold begins to get low, start trading with allies to produce gold if 
you have not done so already. 

As the battle rages on and all the gold on the map is exhausted, wood becomes the 
most important resource. Wood is needed to build farms and fish traps for food, which 
you can then trade for gold through your market. In a long game where wood becomes 
scarce, don't trade wood for gold. You are better off using the wood to make farms 
and selling the food for gold, because the wood invested in a farm returns a great 
deal more food. 

A long game against evenly matched players often comes down to who manages 
their economy better and who has resources left at the end. This chapter has given you 
the tools to make sure your economy is better than the other guys. 
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ska veteran player how to win a game 
through military action and the most common response ís, 
lt depends.” There's no one winning formula. [here are over 
| fifty military units, structures, and technologies in Age of 
Kings (AokK). Add random maps and human opponents, and 
the number of situations you can encounter is overwhelming. 
There is, however, a specific use for each unit, patterns good 
players follow to use their military etfectively, and guidelines 
to help plan otfensive attacks. Armed with thís knowledge, 
you can consistently win games. 


Because the walkthrough chapters detail how to win the 
scenarios, this chapter focuses on skirmish and multiplayer 
battles. [hat said, the basic principles presented here also 
apply to the campaign game. 


[he first section in this chapter discusses 


your four military objectives. Next, 
we cover what units to make and 
when to attack. Finally, we present 
techniques for attacking throughout 
the ages, to maintain pressure 
on your opponents. 
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Offensive Goals 


Games against evenly skilled players are rarely won with one massive, crushing attack. 
Typically, players start harassing each other in the Feudal Age, battle and jockey for 
map positions in the Castle Age, and declare a winner after massive battles in the 
lmperial Age. 

Offense in AoK is military action that delays opponents from advancing an age, 
damages their economy, reduces the size and power or their armies, and keeps them 
from expanding their bases. Attack your opponents with these four goals in mind. 

We discuss the techniques and timeframes for each of these goals in this section. 


Detav Wour Opponents 


Use rush attacks and forward bases to delay your opponents and give yourself extra 
time to advance ages and build armies. 


Rush attacks, attacking with 

cheap units early in the Feudal 

n Äge, offer several advantages. 

Tip in multiplayer team games, You can eliminate opponents’ 
attacking an enemy with one of your villagers and slow down their 
teammates creates an emergency situation resource collection or, best case, 
for the other team. The person being ì force them out of a territory 
attacked will most likely ask for help 2! RUNNER NER EK 
from a teammate. This can create BB defensive hot spots so that when 
opportunities at other enemy bases your massive Castle Age army 


for more double-team attacks. Ris ready to roll, you wont get 
rj “ chewed up by your opponents’ 


defenses. 

| Forward bases, military 
structures built near your enemy, keep your opponents focused on their territory and 
keep enemy troops far away from your precious villagers and economic infrastructure. 
Even it your forward base is overrun by enemy troops, you have time to plan a suitable 
defense for home and launch the next phase of your offense. 


Disrupt Enemu Economics 


Âs we said in Chapter 1, AoK is primarily an economic game. lf you control the 
resources, you will win. Use aggressive military tactics to disrupt vour opponents’ 
economies throughout the game. 
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You have a greater chance of eliminating an opponent, defending a wonder, or 
maintaining control of relics by having a larger economy. The bigger the economy, the 
more units you can produce. A larger economy is obtained by improving your own and, 
offensively, by killing your opponents. 

Destroy enemy fishing boats and kill enemy villagers as early as you can. 

Choose units that are best suited for raiding. Cavalry archers and light cavalry are 
the fastest units ín the game, kill villagers quickly, and can escape from enemy troops. 
On water maps, use galleys to destroy enemy fishing boats. 


The Sheriff on Archer Raids 


When raidíing villagers with archers, try to walk right up next to your enemy 
villagers before you shoot. If the enefny didn’t see you walk ín, you will be able to 
kill many more peasants before they: escape. If you are razing a garrisoned town 
center, put your archers “inside” the town center just before it ís destroyed to 
efficiently kill the soon-to-be-defenseless villagers. 


Late in the game, especially in stalemate conditions, continue raiding your 
opponents. Don't become fixated on penetrating a crossing point or destroying a castle. 
You must continue to damage your opponents’ economies to gain an upper hand. 
In multiplayer games, a player who loses their villagers or has to completely move 
thetr base ís forced to rebuild. When planning attacks, coordinate these raids with your 
teammates. 


Defeat Enemu 'Lroops 
Defeat opponents’ armies by knowing what units to make and when to fight. 

Military units have an attack bonus against certain other units or against struc- 
tures — pikemen defeat knights pretty easily, for example. Learn the rock-paper-scissors 
relationship between all of the types of units in the game, and make sure you scout so 
you know what units to use for defense. 

Counter units existed in Age of Empires (AoE) and Rise of Rome (RoR), but they 
were not nearly as effective as they are now. In AoK, you cant make large enough 
groups of a single unit to defeat armies of all types, kill villagers, and destroy structures. 

Use units of different types together to accomplish your goal most effectively. Use 
archers to support advancing infantry. Use infantry to raze enemy structures and fight 
other infantry. Use cavalry against infantry, archers, and siege weapons. 
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To use siege weapons effec- 
Tí tively, learn the advantages and 
A D Use the Attack Ground weaknesses of the three types 
command (select the siege weapon, hit A, along with the proper techniques 
then right-click on the ground) to fire in in using each. Battering rams, 
front of enemy troops as they are moving which have high piercing armor 
toward you. If you time the shot right, you (they're resistant to arrows) and 
should be able to hit the advancing troops a strong es ai against 

as they walk into the falling fire. Also, ë bil structures, will quickly knock 


use the Attack Ground command on ep down ir hen pn ál 
enemy buildings. Scorpi r 
forests to clear a path into enemy hok ns rp 


toeritoew without sata bronst welks. ® low in hit points and easily 
nn hiene „ crushed by the enemy, but can 


wipe out groups of archers or 
infanttry. Scorpions, in groups of 
eight or ten, provide a long-range attack au enemy infantry. Use them behind your 
advancing troops. Mangonels and onagers are slow but effective units to gain access 
through walls and provide devastating blows to clumped groups of enemy archers and 
infantry. 
Stay flexible in planning what types of units to make. lf your opponents launch an 
| attack with a unit type that you didn't prepare to counter, don’t waste your offensive 
| troops trying to defeat them. With enough resources, a lot of structures, and use of the 
| market, you should be able to counter their troops with a better unit type than you origi- 
nally planned. 
Avoid engaging enemy troops early in the game when you are outnumbered. Unlike # 
AOE and RoR, you won't be able to win battles with smaller armies through better 
micro-management of weaker units. 
| lf enemy troops pose an immediate danger to you or your teammates, stop and 
fight. lf your army is smaller, lure the enemy to a point where a teammate can provide 
assistance. If you clearly have a superior force, go ahead and slay the enemy troops. 
| Just don’t be tricked and end up chasing them into an ambush! 


Control the Map 


Control important areas of the map to get safer access to more resources, prevent 
surprise attacks, lure enemy armies into ambushes, and in the end, defeat your 
opponents by attrition. 
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Key terrain is terrain that gives an 
Tí advantage to the side that controls it, 
A JL Most players expand such as fords, choke points between 
their base by sending out a villager forests, gold piles, and elevated 
to build atowncenter, towers,and terrain near a battlefield. 
eventually military structures. ef In one-on-one matches, an 
Find your opponent’s remote effective tactic is to control the choke 
points closest to your opponents 
base, or even completely surround 
9“ an enemy base with walls, military 
structures, and a castle. Containment 
is very difficult to overcome and 
provides you with more resources and building space all over the map. 

In team games played on land maps, an effective strategy is to meet your teammate 
in the center of the map to build castles and group armies. This makes it easier and 
| j ' faster to reach any of your opponents’ bases. 


7 Planning Wour Offense 


Your opponents style, the game settings, map type, and civilization you choose are all 
factors that must influence your offensive strategy. When setting up the game, make 
note of these settings as they are selected and start planning your offensive strategy. 

You can remember the six main factors of offensive planning by learning the 
TARGET acronym. TARGET stands for Timing, Area, Resources, Game Type, Enemy, 
and Troops. [hese six factors are discussed in this section. 


Timing 

Timing is critical when launching an attack. Be prepared to put your offensive plan into 

action, but also take into consideration the window of opportunity for the tactic you 

choose. Rushes must occur before your enemy mounts a sizable defense or walls off 

their base. 

The time to attack depends on when your economy is large enough to support 

your offensive strategy. If you advance to the Feudal Age earlier than an opponent, 5) 

P 


expansions and destroy them 
while they are weak. 


an infantry or archer rush can severely hurt an opponent’s economy and give you the 
advantage. lf you prefer heavier hitters, your first force will likely be more defenstive in 
nature as you prepare to make more powerful Castle Age troops. | 
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You'll also begin to get a feel for the flow of the game and know when to attack. 
For instance, if you fend off an early rush, you know your opponent has spent a lot 
of resources on that rush and will likely be vulnerable to a counterattack. 


Arca 


The random maps generated in AoK cause each game to unfold differently. In some 
games, food and forest are close to your town center. In other games, you may not have 
gold or stone nearby. These small differences affect your economy and, ultimately, your 
strategy. 

Use your scout to look around the perimeter of your area when the game starts. lf 
the land is barren, consider advancing to Feudal Age with fewer villagers and attacking 
the enemy quickly. This can provide more time to increase your economy through 
farming and raise a larger army in Castle Age. 

lf you are completely surrounded by trees and have access to a lot of resources, 
consider walling up and making a lot of villagers. Booming the economy allows you to 
make a massive lmperial Army. [his technique is used a lot in multiplayer games by the 
teammate located in a cornet. 

Your opponents’ base locations and the resources around them are important to 
know as well. By scouting beforehand, you have a better idea where their villagers will 
be when you make your first attacks. 


Besources 
| 


A primary goal in AoK is to create an economy that can support your offensive 
strategy. Early battles and mistakes can often distract you from maintaining a balanced 
economy, and the amount of resources in your inventory can fluctuate dramatically 
during the game. 

Alter your offensive strategy in response to surpluses or shortfalls of resources. 

| With a surplus of gold and wood, consider a strategy that employs more siege weapons 

or cavalry archers. With extra food and gold, make larger armies of mixed units and 
research more upgrades. 

If you find that you have much more of a resource than you can possibly use and do 
not have time to rebalance your economy or change your unit mix, sell it in the market. 


amet “Tupt 


Plan an offensive strategy based on game settings. These settings are decided before 
the game starts and are visible at the multiplayer setup screen. The map type, starting 
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resources, and victory conditions should help you decide what type of units to make 
and when you might attack. If the map is huge, your enemy will be distant and a rush 
attack is more risky. 

When playing the setting with the Standard victory condition, it is possible to win 
the game by controlling relics or building and defending a wonder. lt's more difficult to 
accomplish either of those goals than to win with military battles. 


( ECN CMU 

\ Do you know your opponent's style of play? Does this person always rush? ls this 
person known to be a good player? Is this person notoriously susceptible to a certain 
type of attack? Tailor your offensive strategy to what is known about an enemy. 

Your opponents’ choices of civilizations also help formulate a plan. Most people take 4 
advantage of a civilization’s military bonuses. Consider mixing a lot of counter units into 
your army. Choose these counter units based on the bonuses of the other civilization. 
Also keep in mind known weakness of the opponents’ civilizations. For example, the 
Goths cannot build walls. A sneak attack around the rear of a Goth base is more likely 
to succeed. 

lf an opponent knows your playing style, try a strategy other than the one expected. 
Do this by attacking with units that people wouldn't expect to see when one plays a 
certain civilization. Examples include using the Britons and primarily attacking with 
infantry or playing the Franks and making a lot of archers. 

Another way to throw off your enemy is to play with an unusual, creative style. 
Consider making a lot of offensive town centers and garrisoning monks in them. Have 
them pop out long enough to convert enemy troops and buildings, then duck back into | 
the town center. If you execute these types of tactics successfully, they can be extremely 
difficult to counter. | 


Troops 


Ä large part of your strategy should be determining which units to make. As discussed 


previously, it's important to mix and match units. You also need to exploit your ctviliza- 5 

tion's one or more military bonuses. Exploit these bonuses when planning your attack. 

For example, consider using more infantry and siege weapons in your offense when N 

playing the Celts. Their infantry move 15% faster and their siege weapons fire 20% 

faster. IK 
Each civilization also has a unique unit to mix into your offensive strategy. These | * 

unique units are built in castles. lt takes a solid economy to reach Castle Age, construct b 


castles, and make large numbers of these units. 
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Offense bu the Age 


Your offensive strategy should be guided by goals and planned according to factors 

as previously discussed. Learning the tactics and understanding when to use them 

provides the “bag of tricks” you draw from each age to win against your opponents. 
The first part of this section covers the techniques for attacking quickly with feudal 

and Castle Age units. Next, the transition to late Castle Age is discussed, including two 

forward-building techniques and the role of siege and monks. Finally, we look at 

strategies for transitioning to the Imperial Age. 


Dark Age 


Use your scout at first to locate resources, pinpoint enemy locations, and explore the 


map. Then turn your scout into an offensive weapon by engaging in psychological and 


guerilla warfare. EN 


Find your enemies, harrass their 
villagers, and kill their deer. This is likely 
- to upset them, but this is war! This tactic 
(Caring Donot _ EEN. deprives them of a precious secondary 
carelessly lose your scout by Se food source (see Figure 5.1). 
attacking large groups of knife- Once enemy deer are slaughtered, 
wielding villagers. But do harass find enemy villagers away from their 
an isolated villager and run the town center. Look tor injured enemy 
scout through your opponent hases villagers who may have been weakened 
to dlatract them, fighting wolves or boars. Attack groups of 
woodcutters, hunters, or berry gatherers 
to entice them to leave their duties and 
chase you. 

Run the scout off before it can be 
surrounded and killed. Repeating this tactic can frustrate and díistract a player. Just 
don’t become so enthralled micro-managing the offensive scout that you neglect 
your economy. 
| Use your scout to kill the enemy villager constructing a building. This will delay 


oren EE 


3 ms. | 


‚_them and íf the structure is far from their base, you force them to spend more wood or 
| walk another to that location to complete the structure. lf the enemy has researched 
loom, your scout won't be able to kill the víllager. 
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Tip If an enemy scout chases your scout, climb up a slope and 
fight from a higher elevation. The height advantage gives your scout an 
attack bonus and should hand you the victory. 
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Figure 5.1: 

Once you've explored, use 
scouts to eliminate food 
sources. [hís scout killed a 
deer while a helpless 
villager looked on. 
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Feudal Age 


In Dark and Feudal Ages, your economy is small and units are relatively weak. You 


Your goal here is to harrass, delay your opponents’ advance to Castle Age, and cause 
them to make mistakes (see Figure 5.2). 
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won't be able to eltminate an opponent with a small attack force of infantry or archers. 
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opponents economy. 


Rushing is attacking in the Dark or Feudal Age with relatively cheap units, usually 
infantry or archers. Usually early rushes are followed up with more pestering attacks in 
the Castle Age, or defensive play until you advance to Imperial Age. 

Rushing can be risky. You sacrifice economic development to put a rush into action. 
You're spending resources on troops rather than on advancing ages. Time spent man- 
aging the attack also takes attention away from expanding and improving your 
economy. 

A failed rush can be a difficult situation from which to recover. Minimize your loses, 
return to your base, and advance to Castle Age quickly. Rushes fail for many reasons, 
including encountering unexpected walls or large armies of counter units, or becoming 
distracted by an attack on your own base. 

Use the factors described in the TARGET section to decide when to make that first 
attack. Determine if you can build an economy that will support advancing in age faster 
than your opponent and support a military offense. The terrain around your enemy is 
also a factor. lf walls can be easily constructed around the enemy base between forests 
and shorelines, your army may end up sitting idle outside the enemy base. 

Following are some attacking techniques to consider. 


Infantru Bush 


À Feudal Age infantry rush is intended to kill enemy villagers, deny opponents access 
to gold, and destroy houses and barracks if the first two objectives are easily achieved. 

Use your scout in the Dark Age to locate enemy resource gathering points, 
especially enemy gold mines and lumber camps. 
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When you begin the upgrade from Dark to Feudal Age, walk two villagers (be sure 
to have researched loom first) to a location near the opponent. Construct two barracks 
at a location outside the enemy's line of sight (LOS). 

Make several militia uníts and start harassing the enemy villagers around the gold 
mining camp. lf the enemy has researched loom, their villagers will be difficult to kill, 
but you should continue harassing to keep them from mining the gold. 

When you reach Feudal Age, research men-at-arms in the first barrack. Build a 
blacksmith at your base and research scale mail and forging. lf you have the resources, 
you can also research tracking at a barrack to give your units a greater LOS. 

Use gather points to send new troops to a specific location in the enemy base, For 
instance, send units from the first barracks to the gold pile and from the second to the 
lumber camp. 

Keep your infantry away from the enemy town center, but patrol around the enemy 
base, killing hunters, woodcutters, and gold miners. 

If vou Te safely walled in at home, 
have your resources guarded, have six 
T' zó Â, or seven infantry attacking, and have 

À D bles Bd Ee made several rounds Killing villagers 
a Teutonic opponent. Their town | around the enemy base, start destroy- 
centers can cut down an infantry | ‚NM ing enemy houses. If you have fifteen 
army quickly. Teutonictown centers , or more infantry that have met rela- 

shoot +5 range with +2 attack. = ttvely little resistance and the garrison 
fire from the enemy town center is 
light, destroy the enemy town center. 

In tam games, have a teammate _ 
follow up your attack while you return to your base to set up defense. The person 
you rushed will be weak and slow, and a Castle Age attack by a teammate keeps the 
pressure on them. When enemy teams learn you rushed, they know that you, like | 
the person you successfully rushed, will be delayed advancing to the Castle Age. | 
Return your army to your base to use it as defense in case you are attacked. | 


Archer Bush 


Archer rushing is a tactic with similar goals to infantry rushing. lt can also be used 
to delay an opponent while you build towers near their base (see the next section). 

Build forward archery ranges in the same manner as you built barracks for an 
infantry rush. See Figure 5.3 for good locations for archery ranges in relation to 
enemy resources. 
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Figure 5.3: 
Ärcheries just outside the 
enemy’s LOS. 


Archers are ineffective until fletching has been researched. You'll also need to have 
enough of them to kill villagers quickly. Never attack with less than six to eight archers. 
Garrison new archers to keep them inside the archery range as they are made (set 
the archery range as the gather point). This keeps them safe and hides them from the 
view of enemy units. When you have six to ten built, release them from the archery 
range and attack enemy villagers around the lumber camp‚ farms, and mining camp. 
There are several reasons the archer rush is less effective than an infantry rush. The 
counter unit to the archer is the skirmisher. Skirmishers do not require any upgrades to 
be effective against archers and do not require gold to build. 
Also, unlike massing militia units 
that will turn into men-at-arms, 
archers are made at a Feudal Age 
Tip The Briton civilization’s building, so you can't start making 
bonus is that units produced at archery your troops in Dark Age. Remember 
ranges are 20% faster. In multiplayer that the key to using archers is to 
| games, if one of your teammates is keep them grouped and make a lot 


Briton, you benefit from thís team of them. 
Archers are a good choice if you 


are planning to use archery range 
units in Castle Age. [hey can slow 
your opponent while you advance 
to Castle Age. The archers can be 

R upgraded to crossbowmen and 

|” provide a stronger ranged attack. 


bonus. Beware of the opposing team 
having a Briton, as well. They will 
make skirmishers, the counter 

unit to archers, and they will 

be 20% faster, as well. 
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Tower Bush 


Towers garrisoned with archers are primarily used as defensive structures, but they can 
be used offensively to harass your enemy, deny access to resources, and kill enemy 
villagers. 

Start construction of three or more towers just outside the enemy LOS. Stop con- 
structing each tower when it is 90% complete, then quickly finish all the towers in rapid 
succession. 

Tower placement is important. Construct towers just outside enemy LOS around 
enemy gold mines and lumber camps. When the towers are finished, garrison them 
with archers to increase their attack strength. See Figure 5.4 for an example of where 
to construct towers. 


Tip This tactíc ís less effective against a Japanese civilization 
because their lumber camps and gold mines cost 50% less. They usually 
have enough wood to relocate and continue working immediately. 


| 
Another tactic is to use a single villager to construct a tower near your opponents’ 
gold pile as a decoy. Usually your opponents will use villagers to try and stop this tower | 
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from going up. When the villagers run to attack your villager, ambush them with archers 
or infantry. 

Tower rushing can be risky because it requires five to ten villagers early in the 
game to mine stone, and two or three villagers must be sent across the map to enemy 
territory. lts not possible to tower rush and still reach Castle Age quickly. Make sure the 
tower rush is not a wasted effort. Get them up quickly and close to the enemy. 


Garlu Castle Age 


Early Castle Age attacks capitalize on the strength of small, upgraded armies. When 
launching an attack right after reaching Castle Age, your goal is to kill enemy villagers, 
deny access to resources, and drive a player out of their base. 

Research all the relevant technologies for units you plan to use in your attack. These 
include attack bonuses, armor upgrades, and technologies that affect the unit speed and 
LOS. Usually you will want to research attack bonuses first since your goal is to avoid 
enemy troops and attack villagers. However, armor bonuses will protect you from 
damage caused by arrows. So at a minimum, damage taken from towers and the town 
center will be less threatening as you storm through your opponents’ bases. 

The TARGET principles help decide whether to attack in the early Castle Age. Map 
types have a very large effect on your decision. If an opponent is walled up, an early 
attack is likely to fail. If opponents are far away, crossbowmen are likely to arrive too 
late to be effective. 


Long Swordsmen 


Infantry in early Castle Age are used to surprise attack the enemy or follow up a 
Feudal Age rush. In a surprise attack, infantry are best combined with archers or elite 
skirmishers. Upgraded infantry can defeat enemy troops, kill villagers, and get a head 
start on razing structures (see Figure 5.5). 


Infantry should be made 
at the forward barracks you 

« constructed in Feudal Age. 
Tip Use a greater ratio of elite 1 Research long swordsmen at 

skirmishers to long swordsmen when se A one barracks and continue 

attacking a Mongol opponent. Mongol ES” making units at the other. 

cavalry archers fire 20% faster, and | GE Research chain mail and iron 

they move faster than infantry units. sb casting at your blacksmith. 


If infantry are razing 
enemy houses or the enemy 
town center, use gather 
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points to send units directly to the structure as soon as they are made. Remember to 
change these gathering points if you abandon the attack on the target structure. 
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Infantry are particularly vulnerable to a massed group of archers. When conducting 
a surprise attack with a sizable force, combine infantry with a counter for archers, like 
skirmishers or several knights. 


Crossbowmen 


An early attack by crossbowmen can be lethal because they provide a ranged attack, are 
very strong when massed, and have a greater LOS than iafantry (see Figure 5.6). Use | 
them for debilitating strikes against opponents that advance in age slower and have 

more villagers than you. 

lt is too expensive to combine long swordsmen and crossbowmen in an early Castle 
Age attack. Instead, quickly mass as many crossbowmen as you can afford, then attack. \ 
Construct three or more archery ranges rather than queuing them all at one. 

Ät the blacksmith research the first two archer attack upgrades, fletching and 
bodkin arrow, plus padded archer armor. While making the trek to enemy territory, 
research ballistics at the university and the second archer armor upgrade, leather archer 
armor, at the blacksmith. 
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Figure 5.6: 
Ä group of Bessbowmen 
can quickly decimate 
enemy miners. 


One strategy is to 
1 ) 0 t ; make the crossbowmen 
| Fifteen or more crossbowmen E at your base and walk 

| can be devastating in multiplayer games ha / them as a group to 
because players rarely make enough la enemy territory. They 
skirmishers ahead of time to counter this force. | serve as moderate 

defense in the event 
you are attacked while 
assembling an army. 
This works well on open maps, such as Arabia and Highland, where an opponent is 
most likely not to be completely walled in. 

lf you are attacked at your base while massing your crossbowmen, delay your 
attack until later and go with a larger and more diverse army. Your opponents will be 
tipped off to your plan and most likely have a lot of skirmishers waiting. 

lt is a fair assumption that making nine or more of any single unit ís a large attack 
that would be difficult to counter, The total cost of crossbowmen, when you include the 
cost of the archery ranges and upgrades, is very expensive. But crossbowmen offer a 
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deadly ranged attack that makes them worth the cost. After the crossbowmen attack, 
pull your troops back to your base as defense. Your next step is attacking again, but this 
time with combined arms. Cavalry and infantry will take hits while your crossbowmen 
can provide a ranged attack and protect your archers from mangonels and skirmishers 
that might be waiting on defense. 


Light Cavalrv and Knights 


Cavalry are excellent raiding units early in the game. They are fast and can beat compa- 
rably sized armies of infantry or crrossbowmen. Use light cavalry early in the Castle Age 
to launch raids when an opponent is distant and has probably not walled their base, Use 
knights to support and provide strength to your army of light cavalry. 

Build two or three 
stables at home or near 

, the enemy. Research 
Tip The light cavalry rush is a good forging and scale 
strategy to plan ahead of time when playing barding armor at the 
Turks on open maps. On maps such as EE. k blacksmith while making 
Arabia or Highland your opponent is not af _vour first few cavalry 
likely to wall their base and Turks get the WB units. As the cavalry 


light cavalry upgrade free. , ee, moveto attack, research 
Vie iron casting and chain 


barding armor. 


lf your goal is to get cavalry 
inside an opponents base before 

c walls are up, attack with your 
Tip Don't lose your scout initial scout and the first knight 
early in the game if youre planning a you make while waiting for the 
a light cavalry attack. The scout > light cavalry upgrade to complete. 
upgrades to light cavalry and ís SP Build a second stable to research 
useful for attacking enemy villagers | B husbandry, then make a larger 


attempting to build walls. |< ER army of four or more cavalry and 
| _ include at least one knight. 
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Never attack pikemen or camels with cavalry. They are extremely effective counter 
units. Instead, run around them and concentrate on hitting the villagers. Wait until you 
have a mixed army that includes archers to kill the pikes. 


Cavalry Archers 


Like the horse archer in AoE, the cavalry archer is a terrorist on horseback! In AoK, 
however, you have access to this raiding unit before the final age. Use small groups of 
cavalry archers to run into lumber camps and surround gold mines, quickly killing 
enemy villagers. 


Cavalry archers are very 

\ fast but poor at defense. Plan a 
T' zE = secondary defense of your base 

- D dE lts ALO SRI and launch your attack from 

25% faster than other civilizations’. Ne archery ranges located closer to 
Use them for a more powerful raid. ev enemy territory. 

4e Build a university immedi- 
ately and research ballistics to 
improve accuracy. Research 
fletching and bodkin arrow at the blacksmith for a stronger attack. Research padded 
archer armor and leather archer armor once you are raiding enemy bases. Avoid towers 
and town centers until both armor upgrades are researched. 

When raiding an 
enemy lumber camp 
Tí | or gold mine, get 
De D When fighting infantry with calvary 8 the cavalry archers 
archers, take a few shots at them, then retreat and SA MIN B RRoD Eed 
spread out as they draw close. Don’t let them A villagers. They have 

move in close enough to attack. E ME abetterchanceof 
5 hitting moving 
villagers when at 
e close range and 
score more hits before the villagers can run out of range. If villagers run to the town 
center, continue searching enemy territory for more viíllagers to attack. Don't use 
calvary archers to attack structures. 

Skirmishers and light cavalry are effective counters to cavalry archers and should 
never be attacked with your initial raiding party. Knights and light cavalry can take out 
skirmishers, so bring some along when you return for another attack. 
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Late Castle Age 


By late in the Castle Age, you should have a strong economy, which grants a lot of 
offensive options. With large armies you can start to destroy structures quickly and 
begin to isolate and conquer your opponents. 

You should expand your primary base to get access to more resources and build 
larger forward bases. In late Castle Age, you should also begin to penetrate fortified 
positions with strong enough armies to forcefully defeat your opponents. 

In multiplayer games, you usually have a pretty good idea which team will win by 
late Castle Age. But do not let up on your tasks of finding enemy expansions and killing 
enemy villagers. Experienced players who are losing can quickly turn a game around 
with effective raiding and rebuilding. 

Use the techniques described in Feudal and Early Castle Age sections above to con- 
inue launching raids on enemy villagers. Continue to harass opponents and damage 
their economies throughout the entire game. 

Learn the Unit Strengths & Weaknesses Chart that came with AoK. This will provide 
the foundation to an understanding of which units are a good choice against other units. 
In every game, you should concentrate on producing combined arms. As mentioned, it 
is almost impossible to accomplish the tasks of killing enemies and destroying their 
bases with an army made of one unit type. The importance of combined arms can not 
be overstated. 


OutsBlood on Combined Arms 


The great thing about AokK ís that using combined arms —armies made up of more 
than one unit type—is so much mate powerful than single-unit armies. This is 
much more realistic and repre ntative of true conflict. Using an equal amount of 
resources, a balanced group o rchers and infantry will defeat an equivalent army 
of either all infantry or all archers. The key to success at this game will be finding 
out which combination of.units is most effective against another combination. 


Remember that all units have a purpose and are effective in some circumstance. 
Winning battles in the late Castle Age depends on the ability to field a larger army than _… / 
opponents, counter their troops effectively, and penetrate fortified positions. | 
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Offensive Town Centers 


Starting in Castle Age, it is possible to construct multiple town centers. Turn town 
centers into offensive structures by building four or more around enemy bases (see 
Figure 5.7). This is most effective as a follow-up attack tactic to early raiding. Town 
centers right outside an enemy base can further deny access to resources, distract 
enemy troops, and be foundations for a forward base. 


Figure 5.7: 
Frustrate opponents by 
building town centers on 
the front lines. 


Keep a supporting army 

e nearby when building offensive 
Tip Teutonic town centers have town centers. Use this army to 
RO EN Oee Cl OE AET <W protect the centers from siege 
Teutonic town center attack can be B: weapons. Don't waste your 

used as a primary offensive tactic. F MB army fighting enemy troops of 
EB roughly the same size—just 
garrison and watch your town 
center take out the troops. Use 
the time the enemy is wasting to make en town centers in the area and build up 
a larger army. 

Use the gather point feature to direct new villagers and troops to automatically hop 
into the town center. The more villagers and troops garrisoned, the more arrows will be 
fired at enemy troops and structures. A large number of garrisoned villagers can quickly 
thin out an opponent's army of infantry. 
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Offensive Castles 


Castles have a long range of attack and a lot of hit points. They provide a very strong 
foundation for securing forward bases (see Figure 5.8). 

Castles cost a lot of stone. To forward-build with castles, you must be in a position to 
afford diverting villagers from other resources to mine stone. Research stone mining 
and stone shaft mining at a mining camp to increase the rate of stone gathering. 


Build forward castles 
Tí around enemy territory, 
me D Frank castles cost 25% less but not too close to heavily 
than other civilizations. When playingas _ * fortified positions or enemy 


e 


Franks, use several protected castles walls. Trebuchets are very 
near enemy territory to provide a Es effective at destroying all 


strong place to gather your troops. If buildings, and they are likely 
| the unit your opponent will 


use to attack your castle. If the 
p trebuchet is safely behind a 
wall, it can be difficult to get to them in time to stop your castle from being destroyed. 

Research murder holes at the university to give your castles the ability to attack with 
no minimum range. 
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If an enemy reacts quickly when you begin constructing a castle and it's clear the 
castle won't be completed, delete it yourself to recover some of the stone invested. You 
will recover an amount of stone based on how much of the castle was completed. 

Forward castles are good places to assemble your armies. Use them to build large 
armies of your unique units. Set the gather point of the castle on the castle itself so new 
units automatically garrison inside until needed. 


Manks 


Monks have important supportive roles in the late Castle Age. Use them to heal your 
troops and convert enemy troops and structures. Protect them by garrisoning in forward 
structures and by keeping them at the rear of large armies (see Figure 5.9). 


Figure 5.9: 
Monks can be a powerful 
weapon and are a great 
complement to any army. 


Research all technologies at 
ä the monastery available to your 

Tip Two civilizations have special civilization. These technologies 

monk-related bonuses. Byzantine monks Ee: give your monks greater powers, 

heal three fimes faster, while Teutons 4 | faster speed, and more hit 

make you and your teammate’s units 5 points. Redemption is a key 


twice as resistant to conversion by ! MB technology, because it is required 
enemy monks. eN. to convert enemy structures. 
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Garrisoning monks in forward castles, Towers, and town centers is a sneaky 
offensive tactic. Bring them out to convert enemy units and structures, and then retreat 
inside before being killed. Provide a supporting army of combined units to defend these 
forward buildings and monks. This offense works surprisingly well. Remember, con- 
verting and deleting an enemy structure is much faster than using siege weapons! 

Watch out for light cavalry. While they do not have a bonus against monks, they are 
fast and have enough attack power to kill monks quickly. Grouping monks will provide 
more resistance, as they will autoheal each other if attacked. 


Siege (Ccapons 
In Castle Age, siege weapons enable you to penetrate forward bases and provide 
additional strength to your armies of combined arms. There are three different types of 
siege weapons available in Castle Age. 

Use mangonels against archers and to destroy structures (see Figure 5.10). They 
provide a ranged, catapult-like attack. 


SP 


Use battering rams to quickly punch through walls and destroy enemy towers and 
castles (see Figure 5.11). Battering rams are nearly impervious to archer fire. 

Use scorpions against groups of infantry or archers. As a general rule, wait until 
lmperial Age to use scorpions. They are difficult to protect, expensive, and slow moving. 
They are much more useful when you can mass a large number of heavy scorpions. 

Siege weapons are an expensive investment. Protect them from other enemy siege 
weapons and military units. Mix in counter units with your army and keep them around 
your siege weapons when you attack. 
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Figure 5.11: 
Battering rams are strong 


and can take out structures 
quickly. 


_EN Medierra on Battering ams 


Battering rams are a great choice of siege weapon to use in Castle Age. Unlike 
mangonels, the rams do the job güickly and don’t fire on your own troops. 
Battering rams also have a lot more piercing armor than other siege weapons. This 


makes them resistant to archefS and arrows coming from towers and town centers. 
They must be protected from any unit that delivers hand-to-hand attack. Even 
villagers can destroy them pretty quickly. For this reason, use them when they can 
be accompanied with a supporting army. Also, keep your eyes out for the villagers 
that ungarrison from town centers you are attacking. They may turn their anger 
over losing their home into an attack on your rams. 


Imperial Agt 
In lmperial Age, offensive tactics are used to take over areas of the map containing gold 


and forests, further isolate enemies, continue launching raiding parties, and overpower 
opponents by brute force. 
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In lmperial Age, size matters! The specific bonuses that units have over others 
become amplified with large armies. The more time you spend learning the effects of 
upgraded lmperial Age units against other types of units, the better player you will 
become. 

Winning games does, of course, require superior attention to your economy, proper 
defense, and ability to mobilize forces to reach some of the goals outlined in the first 
section. The ultimate victor in the Imperial Age is the person who understands which 
units counter which and can quickly raise armies. 

Winning lmperial Age tactics are generally the same as Castle Age, but play out on 
a greater scale. For example, it is easy to destroy unprotected bases quickly with just 
about any type of unit that delivers hand-to-hand attack, such as non-ranged unique 
units, cavalry, and infantry. But it's easier to lose large armies to attacks from heavy 
siege weapons and upgraded counter units. 

lfyouTe clearly winning the game, spread out all over the map with remote bases 
and troops to prevent opponents from expanding and regaining strength. Wall off choke 
points, place remote towers and outposts to keep watch, and research spies at your 
castle when affordable. 

l[f you are not clearly winning, attacks should be made to secure additional 
resources, mainly gold, and penetrate enemy camps. Keep units grouped and use their 
concentrated force to take ground. Use trebuchets and bombard cannons to attack struc- 
tures from a distance. Do whatever you can to protect these expensive siege weapons. 

Move forward into enemy territory in small steps by building and supporting struc- 
tures on the other side of choke points and shallows. Do this with towers, castles, or 
town centers to support your armies as they slowly move forward. 

If the game has played out with the enemy almost entirely contained in theír original 
base, build siege weapons and castles outside the enemy base to draw increasingly 
smaller enemy armies into battle. But, stay alert to surprise armies of counter units that 
could defeat your armies and soften your forward control. 


Cníit Combinations 

The role and purpose of unit types changes little from previous ages. However, | 
champions are more effective at razing structures than their Castle Age counterparts, 
arbalests provide more powerful range attacks than crossbows, heavy cavalry archers | 


skew villagers with blinding speed, and paladins become impervious to nearly all small 
army attacks. 
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Melegator.on Using 
Counter Cnits in Imperial Age 


Elite skirmishers and pikemen âre vdlmatdie additions to an Imperial Age army. This 
requires a shift in the mindset one had in AoE where making early counter units 
late in the game was wasteful. The counter units in AoK maintain a very strong 
bonus over cavalry and archers. When you research all of the attack and armor 
bonuses in the blacksmith, these units end up with enough firepower to make 
them worthwhile. Use them to strengthen and balance an Imperial Age army. 


Build units faster by making more military structures. Do this as opposed to 
gueuing up units in just a few structures. Increase the quality of your units by 
researching expensive super-upgrades. Champions, elite galley cannons for naval 
battles, bombard cannons, elite unique units, and heavy and siege upgrades are 
examples. [hese upgrades provide your units with more hit points, attack, range, 
and area damage. 

In addition to the lmperial Age unit upgrades, research every available and 
affordable military technology. This strengthens existing troops and might prove 
valuable should you be surprised by units you haven't prepared to fight. 

Research everything available at the blacksmith. Research chemistry and siege 
engineers at the university to upgrade missile and siege weapons. If you havent 
already, research ballistics now as well. 

Unique units are available at your castle. Learn the unique units function and use 
them ín place of standard archery, cavalry, or infantry counterparts. In the case of 
Persia, use the unique elephants as a siege weapon and infantry replacement. 

Gunpowder is finally available to most civilizations in the Imperial Age. Use 
gunpowder units in supportive roles. Hand cannoneers are effective against infantry, 
but only in large numbers. They must be protected from groups of enemy paladins and 
siege onagers. Bombard cannons have a very powerful ranged attack. Use these 
cannons against enemy armies and structures. Remember to keep your bombard 
cannons in the center rear of your advancing army. 

Siege weapons, like gunpowder units, become a powerful offensive force when 
upgraded and massed behind your attacking armies. The upgrades to get siege rams, 
siege onagers, and heavy scorpions are expensive but worth the investment. 
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The heavy scorpion should be massed in groups of ten or more. This is an expensive 
proposition, so make sure you can protect them from long-range siege weapons. Heavy 
scorpions are akin to the helepolis in AoE. They shoot missile arrows fast and far, and 
they pack a powerful punch. If you can protect them from siege weapons and cavalry, 
they are difficult to counter. 

The king of the siege weapons is the trebuchet. lt has the greatest range and does 
the most damage. A favorite tactic is to advance with two to four trebuchets supported 
by a strong missile force, say thirty fully upgraded arbalests. Move within range of an 
enemy town by stealth or by a quick unload from transports. Give the trebuchets a 
target such as a castle or town center. lf you catch the enemy with their mobile army a 
long distance away, the enemy town can be leveled in a matter of minutes. Keep enemy 
forces away from the siege weapons with archer fire. 

Knowledge of military units and tactics, and skill in maintaining a balanced economy, 
translate into lmperial Age success. Use the goals described in the first part of this 
chapter to decide when and where to attack. Use the offensive techniques described for 
the Feudal and Castle Ages to disrupt economies and control strategic map locations. 
Finally, in the Imperial Age, field large and powerful armies to defeat enemy armies and 
destroy enemy bases. 


Defensive 
Strategies 


A olekel:Feje 


ou can‘twin at The Age of Kings (AokK) unless you 
successfully attack and destroy your enemies. Unfortunately, 
your opponent will be trying to do unto you before you do 

kin to him, and there’ll be plenty of times when you'll be the 
one getting pounded on. But that doesnt mean the world is 
coming to an end. Reading this chapter will help you maintain 
alevel head when you're under attack. lt presents some 
principles of defense to help your strategizing, then looks at 
all the defensive resources at your disposal. Finally, ítexplores 
defensive tactics appropriate against certain attacks, including 
those pesky Dark Age rushes. After reading this chapter 

and applying its concepts, you’ll be swatting aside attackers 


like flies. 
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The Purpose of Defense 


As the saying goes, “The best defense is a good offense.” With that in mind, you should 
constantly strive to maintain the initiative by attacking your enemy early and often, and 
preventing him from counterattacking you. However, there’ll be times when you'll have 
to defend. Just remember that the purpose of your defense should always be directed 
toward regaining the initiative and getting back on the offensive. 

Sometimes situations warrant that you defend for a while, such as when you need to: 


Buy time to gather your forces 
Hold a piece of key terrain, such as gold piles or other key resources 


Facilitate other operations, such as building a wonder, saving resources to advance 
to the next age, or researching a key upgrade 


Preoccupy the enemy in one area so your ally can attack him in another 


« € « € € 


Erode enemy resources, making them spend more resources attacking you than 
you're spending on defense. 


Principles of Defense 


lt is important to maintain the proper mindset when defending. In a real-time strategy 
(RLS) game like AokK, you will be attacked, and you will have to defend. If you get 
discouraged or get too preoccupied with the thought you might be losing, you most 
likely will lose. 

Concentrate on protecting your economy, disrupting the enemy's attack, and 
massing your forces for an effective and devastating counterattack. 

While defending, there are certain things you want to remember: 


W Keep your economy out ofthe fight 

WB _Neversendtroops to battle when outnumbered 
WB Always look for the counterattack opportunity 
Watch your back door 


There are certain basic principles to which you should adhere to in order to 
improve your chances of defending successfully. These principles are a guide to help 
vou defend well. 
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Preparation 
Âs the defender, you have an inherent advantage over your opponent. You have the 
advantage of knowing the terrain, and you are able to erect defensive structures to 
augment your military units in the area. [o maximize this advantage, you must prepare. 
You can construct walls to 
keep the enemy outside your 
T' town, or you can build towers to 
= | D Research the loom in Dark attack the enemy when they enter 
Age to give your villagers extra protection your area. 
from wolves and enemy scouts. Loom ís Scouting an enemy’s army is 
researched ín the town center and costs 50 crucial. If you know what units 
gold. It provides +15 hit points, +1 armor, the enemy is attacking with, you 
and +1 piercing armor. Get it as early in can produce counter units to 
the game as you can. A good time to do EN CORTE his assault. 
(his is when you might have a lag in Get information about the 


enemy's army with your scout 
vi hi tt 
wenen eren idd anien ie’ units, and when possible build 
another food source. 


___outposts around your base so 
__ you have advance warning of 
approaching troops. 


Sccuritu 
Security means striving to protect your forces. his includes both your economy and 
your military forces, You should attempt to deceive your opponent as to the nature and 
strength of your defensive capabilities, and keep the enemy from engaging your forces 
in combat until you are ready (see Figure 6.1 and inset). 


The Sheriff on Deception 


Make a habit of keeping all of your units garrisoned inside your buildings. 
This way your opponent has to guess at how large a defense you have and what 


types of units you are creating “Often you can surprise enemy armies as they walk 
past your military structures. To automatically garrison troops, set a military 
structure’s gather point to that structure itself. When the unit is produced, it will 
„automatically go inside the building. 
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Figure 6.1: 
lt looks like your barracks 
are in trouble (inset), but 
those flags on top of the 
buildings mean there are 
troops inside. When you 
ungarrison them, the 
attackers are doomed. 


Also, because you have better line of sight (LOS) in 
your town and should be able to see all the units of the 
enemy as they attack, you can keep your villagers and 
your units outside your opponent's LOS. This allows you to pick the appropriate time 
to counterattack. 


| 
_Disruption 
| Disruption involves harassing and attacking your opponent's forces to disrupt his 


attention and degrade his initiative. To defend effectively, you must constantly strive to 
steal the initiative from your opponent. 


You can disrupt the 
enemy by withdrawing just 


r« as he's attacking to lead 
Tip Light cavalry are an excellent the enemy into ambushes 
defensive resource. Light cavalry are very fast d or at least break up the 
and have good piercing armor, making them 5 ‚_attacking formation, 
ideal to take out siege weapons and archers E- counterattacking with 
in the rear of a formation. RR counter units, and 
e, distracting his attention 
from the main battle. 
Your opponent will 


likely attack with a large formation of different units. You can disrupt his attack by 
forcing him to break up his formation and follow your units. You can lead his units into 
an ambush or just string out his carefully planned formations. 
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Mass and Concentration 


| 

Counter your enemy s forces by massing your army and concentrating it on the enemy's | 
weak point. As you defend, it may be necessary to give up terrain or delay your counter- « 
attack. 

Attacking in large numbers ís the central tenet in almost all RIS games. Even weak 
units can overcome stronger ones by attacking in large numbers. 

Don’t defend piecemeal. Save your forces and keep them intact until you are able to 
form a large enough force with which to counterattack. Never fight enemy forces that 
outnumber you. 


 Elexibili 


Flexibility is critical to a good defense. You must evade your opponents main attack and 
protect your force until you can launch an appropriate counterattack. 

You also must be able to move defensive units quickly from one area to another to 
defend in multiple areas. You must be able to quickly train the appropriate counter | 
units. This means you need to know what units your opponent is attacking with so you 
have the time to train sufficient units; it also means you need sufficient resources to 
make a large enough force. 


Defensive Resources 


AokK provides many resources for you to establish and maintain a strong defense. The 
ability to defend your town is much stronger in this game than in AoE. This section 
covers the resources at your disposal and how to make use of them effectively. 


Buildings 
Buildings in AoK have many more hit points than they did in AoE. This makes their use 
as defensive structures even better than before. Houses can be placed together in line to 
form makeshift walls to block small gaps or choke points. See Figure 6.2 for an example 
of walling with houses. 

Houses are especially useful for this task because you need to build them anyway, 
and they are fairly cheap compared to the number of tiles they block. A house blocks Br 
two tiles at a cost of 30 wood, or 15 wood per tile. By walling yourself in with houses, | 
you can build up a fairly sturdy defense in the Dark Age before stone walls become 
available. Palisades are wooden walls you can make at any time but they have fewer hit 
points than a house. | 
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Another use for houses is as cheap “radar” to notify you of incoming enemy troops, 
though one of the new features in AokK, outposts, makes this a less useful tactic. An 
outpost’s sole purpose is to give early warning of approaching troops. lts main benefit 
over “radar” houses is the longer LOS (see Figure 6.3 for a comparison). 


Figure 6.2: 
Use houses as makeshift 
walls rather than placing 
them randomly 


Figure 6.3: 
Outposts have a 
larger LOS than the 
“radar” house. 
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Building palisade walls in the Dark Age can be effective for blocking off choke points like 
fords or gaps between forests and buildings. This can prevent enemy villagers and 
scouts from accessing your area (see Figure 6.4). 
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Do not rely too heavily on palisade walls for a strong defense. They take a while to 
build and do not buy you much time if the enemy attacks with a strong force. However, 
they can be effective to slow down the enemy while you place stone walls. 


Figure 6.4: 
Blocking a crossing with a 
palisade wall keeps the 
enemy away, at least for 


the moment. 


When you reach the Feudal Age, you can build tough stone walls. Walls are much 
stronger than they were in A0OE. It takes a long time for ground troops to hack their way 
through. lf you are able to wall in your entire town, vou will be relatively safe from 
marauding armies until your opponent reaches the Castle Age and is able to bring siege 
weapons to bear. 

Before attempting to build walls around your town, you should first scout around 
your area and examine the natural terrain. Use the terrain to help augment your walling 
efforts. This will reduce the amount of stone required to build walls. See Figure 6.5 for 
an example of tying your defensive walls to the terrain. 

You can upgrade the strength of your walls at the university. Generally this is a 
waste of resources unless you have a significant investment in walls. Enemy troops 
won't usually attack walls unless they have siege weapons, and against siege weapons, 
the upgrade does not provide much additional protection. 

When you make walls, do not get complacent. Remember, the purpose of the 
defense is to go on the offensive. The enemy will likely use the fact that you have walled 
yourself in to take control of the map and begin mining resources. Use your base as a 
safe haven, but be aggressive and continue expanding! 
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Figure 6.5: 

Use the edge of the map 
and terrain features to 
make walling your town 
easier. 


Town Centers, Towers, and Castles 


Town centers, when housing villagers or troops, shoot arrows at attacking armies. You 
can build additional town centers once you ve reached the Castle Age. You can garrison 
up to fifteen units in a town center, though cavalry and siege weapons cannot be 
garrisoned in them. 

Towers are defensive structures that you can make after reaching the Feudal Age. 
They automatically shoot arrows at any enemy units in the area. Towers can also 
garrison up to five units. 


Ringing the Town Bell 


If you are under heavy attack, ring the town bell to have all villagers within 
earshot of the town center immediately garrison in the nearest town center. Your 
villagers will remain garrisoned until you signal “all clear” and ring the town bell 
again, after wliich they will return to their tasks. 


This feature should only be used when you are overwhelmed by one or more 
opponents attacking in multiple places around your base. Keeping your villagers 
alive is most important, but keeping them on task is also very important. Most of 

the time you can quickly gärrison all villagers in the area under attack to keep your 

opponent from killing them. Remember, enemy units have their-own LOS and they 
can't see all of your base. Most-of the time you can keep villagers who are working 
in areas away from the enemy troops on task. 
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Garrisoning 


You can garrison units in certain buildings, such as town centers, towers, and 
castles. You can also garrison troops in the buildings where they are produced. 
You can garrison units in certain buildings, such as town centers, towers, and 
castles. You can also garrison troops in the buildings where they are produced. 


Garrisoning doés several things for you: 
w_Heals units inside + 
w_Disguises the rid strength of your military forces 
w_Protects vour for from attack | 


w_Strengthens the attack of town centers, towers, and castles 


To garrison units, select the unit, left-click the garrisort button, then left-click on 
the building you wish them to enter. Use the garrison hotkey (select the units-and - 
Alt-right-click on a building) to speed up the process. You can alter the way 
garrisoning works by selecting one-key garrisoning on the Options menu. 
One-key garrisoning lets you order units in a building by selecting the 
units and and right-clicking on the building. 


To garrison new units in the buildings they are produced at, set the building’s 
gather point on the building itself. New units will become garrisoned as they are 
produced rather than pop out next to the building. This is useful to help mass your 
forces in case your buildings are under attack. You can only garrison new units. 
Once they pop out, you cannot regarrison them in these buildings. 


Castles are the largest and strongest defensive structures available. Built in the 
Castle Age, they shoot even more arrows than town centers. Castles are very strong 
and difficult to destroy without a large army. Castles cost a large amount of stone but 
provide an excellent defense for a fairly large surrounding area. Your civilization 's 
unique unit is produced at the castle, as are some useful research items. Castles can ( 
garrison up to twenty units. Cavalry can be garrisoned in a castle, but siege units 
cannot. 
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Towers and castles have a minimum range and can’t shoot at enemy units directly 
at their base. You can research murder holes at the university to eliminate the minimum 
range. Until you have researched murder holes, try to build towers in pairs, as shown in 
Figure 6.6, to provide mutual protection for each other. 
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Defensive Tactics 


This section discusses how to deal with common offensive attacks. lt is impossible to 
cover every potential attacking combination or situation, but this section is a good 
starting point for learning. 


The Sheriff on Ballistics 


Ballistics (researched at your university) is a must-have for your defense. 
lt improves accuracy n yo r towers, town centers, and castles. 


Countering Attacks 


In most R[S games, the rush —early attacks with lots of cheap units —is feared most of 
all. lt is very discouraging to be attacked early in the game, before you've had a chance 
even to advance to the next age or make a large military. This section helps you counter 
the rush. 
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R ZA Note that when vour opponent rushes, he is generally sacrificing a large economy 
| for an early military advantage. lf you are able to defeat the initial rush without 
receiving too much damage, you have an excellent chance of winning. 


Dark Age Bushes 


There are really only two rushes to worry about in the Dark Age: the villager rush and 
the militia rush. Neither is very serious since they cost significant resources and 
generally do little damage. However, some players attempt it, so be prepared. 
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‚ Fleeing 


Of course, the age-old resource used to defend peasant villagers from the crush of 
large armies ís the villagers’ feet. lÉyou have no troops to defend with and the 
enemy Ss troops are on tough for your villagers to defeat, run! 


Stay out of the enemy's LOS: If the enemy is close enough to follow your units, 
run to the protection of your castle, town center, or towers. If those are not 
near and the enemy is faster than you, try to spread out so at least some 
of your units survive. 


The easiest way to defend against these is simply to research loom. Always 
research loom fairly early, but if you suspect a Dark Age rush, do so immediately. A 
villager with loom is equal to a militia soldier, but is far cheaper in terms of resources. 

Keep your villagers working in packs of six or eight so that if they are attacked, they 
can band together and defend themselves (see Figure 6.7). 
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Figure 6.7: 
Villagers with the loom 
upgrade defeating an | 
ill-advised militia and 
scout rush 
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If you outnumber the rushers, go ahead and duke it out. Alternatively, lead the 
attackers into your town, where you can gang up more villagers on the enemy. Try to 
keep the fight near your town center and garrison a few villagers to help defeat the 
attack. 


Feudal Age Attacks 


The most popular attack in this age is the men-at-arms rush. lt is possible enemies will 
send other troops, such as archers, spearmen, or skirmishers, but these are more easily 
countered. Men-at-arms are difficult to stop and do significant damage to buildings and 
villagers outside the protection of the town center. 
In the Feudal Age, the likeliest targets for an enemy attack are your gold mines. The 
easiest defense is to wall in your town, but you may not be able to complete your walls 
before he gets troops into your area. 
Build towers near gold and other resources so your villagers can hide when the 
attackers approach. Keep your villagers working as long as possible, then garrison at 
the last minute, as in Figure 6.8. 
By the Feudal Age, you should be ready to build some military units for defense. 
Archers are a good defense against infantry, including men-at-arms. Use them to 
| lure the enemy within range of your towers and town center. Keep them running away 
from the enemy infantry, letting your buildings do the damage. If the enemy attacks 
| with something besides infantry, use an appropriate counter unit; skirmishers vs. 
‚__archers, infantry vs. skirmishers, or spearmen vs. scout cavalry. See Figure 6.9 for 

a typical battle with heavy forces versus cheap counter units. 

The important thing to remember is to keep your villagers working as much as 

‚__possible while staying out of danger. If the enemy attacks your gold miners and you 

have no defenses, run to the next gold mine, build some defenses, and continue mining. 


‚__The enemy spent a lot of resources to attack you early, and if you survive the attack, you 
__willlikely win. 
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Figure 6.8: 

Building towers over your 
gold piíles i ood idea if 
the enemy ís planning to 


rush you. 


The Sheriff on Defending with Archers 


Use your archers in front of castles and town centers. When the enemy units get 
close, garrison your archers, then/set a gather point on the back side of your 
building. Ungarrison your archers-and start shooting from behind your building. 

If the enemy runs around your building to attack your archers some more, hop 
back in the building and continue this “hit and hide” tactic. 


Figure 6.9: 
Defending with counter 


right will easily defeat the 
cavalry. 
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Out4Blood on. Defending 


One particularly effective defenstve tactic is to use skirmishers in combination with 
a garrisoned town center. Skirmishefs are effective against archers and can attack 
infantry from a distance. If the infantry chase after your skirmishers, just run back 
around your town center. Untess your opponent has a huge horde of them, the 
infantry will die trying to attack your town center or chase after your skirmishers. 
If he runs back out of range, follow him with your skirmishers and keep picking off 
his troops. The key to this tactic ís to not let your villagers get distracted too much. 
When the enemy attacks, send them to another task away from the action 
while the skirmishers defend. 


pg 


Castle Age Attacks 


In the Castle Age, your opponent has more options for an assault, including knight 
assaults, cavalry archer raids, and infantry raids, to name the more popular ones. 
Because of this, defending in the Castle Age is more difficult than in the Feudal Age. You 
must be more flexible to counter the enemy effectively. Also, because he has reached the 
Castle Age, he can devote all of his resources to the attack, as opposed to the Feudal 
rusher, who needs to save resources to advance to the next age. Additionally, you are 
less secure behind walls because the enemy can now build siege weapons to break 
| through quickly. 
On the other hand, by the time your opponent reaches Castle Age, you should have 
a completely walled in town and be on your way to the Castle Age yourself, if not 
| already there. 
| Castle Age attacks are slower and more methodical than those in the Feudal Age, in 
part because they usually require siege weapons to break into your town. To succeed 
| in the Castle Age: 


W_ Attack first 
| W _Scoutthe enemy army 
W _Counterattack 
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Attack First 


Of course, the best defense is a good offense. lf possible, attack your enemy first, 
forcing him on the defensive so he cant turn his military against your villagers. Do this 
by building military bases near your enemy's town, sending in small raiding parties to 
force him to protect his villagers, and attacking his forward bases with your troops. 


Scout the Enemuv Army 

Use your scouts to find out what units he is training, then build an army of appropriate 
counters (see Figure 6.10). It ís important to remain deceptive and hide the units you're 
building. If the enemy knows what units you are countering with, he may change his 
tactics. 
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Counterattack 


Do not assume you are safe behind your walls. A determined enemy can easily breach 
your walls with rams. Instead, counterattack before enemies can gather a large force. 

Try to hit him from the side or the rear of his gathering army. Typically, players form 
armies with weaker units, like siege weapons and monks, in the rear. Take out these 
valuable but weak units by circumventing the heavier defenses up front. 
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Csing Counter Cnits 


Counter units are those with specific bonuses against other units. They are usually 
cheaper than their opposite numbers and so are a cost-effective way to defend. 
Here are some counter units: 


W_Skirmishers defeat archers 

W_Camels defeat cavalry 

W_Pikemen defeat cavalry and war elephants 
W Samurai defeat other unique units 


When constructing your defense, use counter units that have bonuses against the 
enemy’s main unit. 


Good players guard 
against their weaknesses 
TT and expect you to use 
AL ID Study the Unit Strengths and counter units, so they 
Weaknesses chart provided with the manual. will use a combination 
You'll need to be familiar with the counters to pr > of units to make defense 
all the units you might encounter. There won't — B harder. You'll need to 
be time in the game to go back and read up on ri: ear how to combine 
the units that are destroying your town. B units to maximize their 
en. effectiveness against 
certain opposing unit 


€ combinations. For 
example, your opponent is going to attack with knights, so you plan to make pikemen. 
Knowing this, he'll likely build cavalry archers to kill the pikemen. You'll want to include 
skirmishers to fight off the cavalry archers. 

When using combinations, assign the different units types to their own groups so 
that you can quickly target one unit type against an enemy unit type. So, using the 
previous example, we could assign the pikemen to group 1 (Ctrl-1 when the pikemen 
are selected), and the skirmishers to group 2. When the enemy attacks, hit 1 and click 
on the knights, then 2 and click on the cavalry archers. The pikemen will attack the 
knights while the skirmishers attack the cavalry archers. 
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Defusing Mass 1ssaults 


IF the enemy attacks you with larger numbers than you can handle, the best thing you 
can do ís run. As the enemy chases you, his units will begin to spread out, since his 
slower units will not be able to keep up. When this happens, counterattack. Ilf your 
troops are faster, such as cavalry archers defending against infantry, you can fire and 
retreat, fire and retreat until you have killed all of his troops. A good opponent will be 
wise to this and not let you get away with it, but many players will lose control over 
their units, and you can deal them significant losses before they even realize what has 
happened. 

If the enemy does not let his forces get separated, try to flee toward a strong point or 
an allied army. You might be able to join forces and mass a larger army than his. 


pe Defending Against Siege (Ceapons 

Siege weapons are terrifying mechanical contraptions that can deal devastating damage 
to both buildings and troops, depending on the type. Battering trams, bombard cannons, 
and trebuchets are very damaging to buildings. Mangonels, onagers, and scorpions are 
deadly against troops. The mangonels and onagers also raze buildings, but not as well 
as Tams. 

To defeat siege weapons, use counter units. Archers are generally ineffective, 
especially against rams, although the Mongol unique unit, the Mangudai, has a 
powerful bonus against siege weapons that makes it handy at taking out even battering 
trams quickly. 

Your best bet to kill rams is to use infantry or cavalry. But watch out! Á good player 
will always protect his siege weapons with infantry or archers. 

Mangonels and onagers are more dangerous. They can be very effective against 
slow-moving infantry. Use cavalry or light cavalry to rush in and disrupt them. They ( 
are very weak once fast melee units can get among them. See Figure 6.11 to see 
what happens when light cavalry get behind the covering infantry. 
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Figure 6.11: 


siege units. 


Scorpions are hard for melee units to attack. Your best bet against scorpions is 
mangonels or onagers. Scorpions are fragile, but deal a lot of damage. Stable units are 
sometimes fast enough to kill them, but not if the scorpions are in large packs. 

Bombard cannons and trebuchets are easily destroyed by infantry or cavalry. 


Defending a Strong Point 
When you have a fortified position, like a castle or a heavily guarded town center, it 
is hard for an attacker to defeat vou. Build fortified positions or strong points on or near 
key terrain, such as choke points or resource areas. Control over key terrain gives you 
an advantage, and the enemy will likely attack you with siege weapons to destroy your 
fortifications. Use the tactics above to defeat them so that you maintain control. 


Counterattacking 


Since the ultimate objective of defense is to return to the offense, always look for ways 
to counterattack. The best target for your counterattack is not the enemy's army, it is his 
economy. 
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If you can manage it 


| while defending, build up 
| ) 0 Lc Most players who attack early a small force and send 


rely on their offense to cover up a weak defensive them to your enemy’s 
position, hoping that you’1l become so busy s base while you are being 
defending that you'll never get around to E…. „ attacked. If your enemy 
attacking. This is why you always musttry _ …‚” | is rushing, chances are 
to counterattack! va, he is not walled in 
e properly, and you can 
send in troops to attack 
gold miners or lumber- 
jacks. Many times this is sufficient to tip the balance in your favor. Not only have you 
successfully fought off his early rush, but you have also stolen the initiative because 
now he must divert forces to deal with your counterattack and rebuild his economy. 
Once you have seized the 
initiative, concentrate on destroying 
- the enemy. Switch over to offense 
Tip Light cavalry is a great and begin destroying his army and 
unit for counterattacking. They are fast dismantling his economy. Now 
and can perform hit-and-run missions , * / you're on your way to victory! 


@ 
against the enemy’s economy, forcing 
foes to halt attacks. 


Team Games Ü 


gee 
te 


of economy, attack timing, age progression, and overall game 


he multiplayer team aspect of The Age of Kings is 


significantly different than a solo multiplayer game in terms 


strategy. In this chapter we detail these elements to better 
explain the nuances of team play. Read on to learn how to 
make the mostof tam gaming in Ao, and ultimately 
have a more fulfilling experience cooperating with other 


players online. 
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Team Plan Basics 


Your first attempt to play a multiplayer game online can be confusing and frustrating if 
you do not know what to expect. Even if you have played other net games, learning the 
lingo associated with a new title can be bewildering. Since AokK is a sequel to a game 
that already has a well-established online community, a lot of jargon has developed. 
Don’t be afraid to ask people what unfamiliar words mean. On the other hand, try not 
to ask questions that you could find the answers to yourself by reading the instructions. 

A good way to prepare for your first multiplayer game of AoK is to play a few 
random maps in single player. You should at least be familiar with how to play the solo 
game before going online. Asking your ally how to make more villagers is not going to 
increase your popularity. 


Selecting Teammates and Opponents Based on Skill 


With thousands of people playing online, there should be ideal tetammates for casual 
and competitive gamers alike. It will take time to find the right group of people for 
you, however. The best thing to do is to jump into a game that looks to be of the 
appropriate level. 

Look for games featuring players at your own skill level. This can generally be 
accomplished on the MSN Gaming Zone by entering one of the rooms that indicates 
what you believe to be your own level of play. 

Many other online gaming services offer a similar selection of play areas based on 
skill level. When novice or intermediate level players enter a room marked “Experts 
Only,” this creates imbalances in the teams and will lead to frustration. On the other 
hand, experts who play in novice rooms can make finding a good game seem hopeless 
for new players. The people who play the Age of Empires series are in general a 
courteous and accommodating group. lf a player makes his or her skill level known, 
individuals can be mixed and matched to create fair teams. 

After playing many games with different people, you'll begin noticing familiar 
names. Keep track of those you enjoy playing with and who seem to be of about equal 
skill level. More experienced players often volunteer to teach newcomers the game. 
Needless to say, this can be a great opportunity to learn. 

When seeking a long-term teammate, however, it is important to find someone at 
your own skill level who really enjoys playing with you. In team games, it can become 
frustrating when your counterpart does not perform on an equal level. Eventually this 
gives rise to the impression that games are being lost due to one person's inability. This 
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can break up teams. Finding partners of equal ability makes the team experience more 
fun for everyone involved. 


Factoring in Gach Plaver's Stule 
Compatibility of playing styles figures greatly into the success of a team. As gamers 
become more experienced, they typically develop a unique style of play and become 
familiar with some civilzations more than others. Some play styles meld together 
naturally to form mutually beneficial combinations. 

Some will occasionally find it difficult to play effectively together even though they 
might be great players individually. This can happen when both employ strategies that 
focus on dominating one resource, such as hunting, and in the process interfere with 
each other's economy. 

Another important consideration ís age progression. lf each player'’s strength is an 
economic boom resulting in a late Feudal or Castle Age time, then they will be very 
susceptible to early rushes. If both players are Feudal Age rushers who are slow 
progressing to Castle, they can be overpowered by teams that hold them off long 
enough for one player to make it to the Castle Age. 

These types of problems can be worked out easily in discussion between team 
members —if someone is willing to adapt. Communication is perhaps the most 
important aspect of teamwork, and is one of the most prevalent problems. 


Communicating with Teammates 


Communicating properly informs teammates of what to expect from you at what point 
in the game, and whether you or they need help. lt is also key to the coordination of 
attacks, and learning what to expect from enemies (based on each other's experience 
with them). Planned cooperative assaults can be devastating to even the most skilled 
players. | 
This is the most effective way to eliminate enemies. There can be moments in | 
any team game when one player has a surplus of a resource that a teammate lacks. 
Exchanging resources when in need can have dramatic effects on the outcome of a | 
game. For this reason, players should continually check to see how they can offer assis- 
tance to one another. Finally, communicating with your teammates leads to a sense of 
companionship that can make even losing games fun to take part in. | 
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Plauing Better on a Team 


Once you have some experience with team games and AoK in general, consider how 
your team could work together better. Opportunities include choosing appropriate 
civilizations, coordinating game actions, and exchanging resources when necessary. 
When you begin functioning well as a team, move on to more advanced strategies. 


Choosing Civilizations 
An important consideration in team games is the civilization players choose to play. 
This is more critical in AoK than in either Age of Empires or Rise of Rome because of 
the new team bonus feature that comes with each civilization (see Chapter 8 for further 
details). 

Many of the team bonuses are complementary or compounding. A bonus is comple- 
mentary when the team bonus of one civilization adds to the regular bonus of another 's 
units or economy. For example, the British team archery range production rate bonus 
of 20% coupled with the Mongol cavalry archer unit, which has 20% faster fire rate. 

Ä bonus is compounding when one civilization's team bonus works with that of 
another civilization'’s to dually enhance a unit, technology, or economic factor. For 
example: The Chinese team farm bonus of +45 farm food and the Teutonic regular 
bonus of -33% farm cost. 

A complementary or compounding team bonus can add up to an exponential 
advantage for your team. Wise combinations of team bonuses and the individual 
civilization strengths set great teams apart from merely great players playing together. 
A team working together efficiently can outmatch much better players who do not 
function well together. 

When choosing civilizations to play or train with as team members, consider also 
how they are suited to your playing styles and how they interact with your teammate’s 
likely choice. If one person is playing a civilization that doesn't have gunpowder units, 
for example, the other should consider playing one with strong gunpowder units as 
they are essential in the Imperial Age. If one player is using a civilization for which the 
bonuses are not to any great advantage until after Castle or Imperial Age (like the 
[urks), then the other should consider choosing a strong feudal civilization. 
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Inítial Actions in the Game 


The beginning of the team game is much like a single-player match except for the vital 
communication that must take place between you and your ally. At the start, concen- 
trate on getting your economy off the ground and scout in your usual manner. After 
exploring a reasonable area for resources, scout enemy bases and mark the location for 


allies with a flare. 


The Sheriff on Scouting 


Build outposts along the edges Gt your coasts and upgrade your line of sight to 
prevent sneak attacks or forward building via transports. Set your scout to patrol a 
loop around your town. Selec ce shout. then click patrol. Hold down Shift and 
set your way points around yvoùr town, and set your last way point on the location 

the scout starts from. This scouting method ís not as effective as using outposts, 
but ís cheaper and less time consuming. — 


Information is key to AokK, and often you realize only after losing the game that 
| your foe could have been easily defeated when you had an army and your enemy did 
not. Much of this game ís psychological. Time to win the game economically can be 

bought if the enemy is convinced that you have a powerful army. Assume that an 
enemy ís attempting to cast the same illusion at you. By exchanging information with 
allies about opposing strengths and locations you can dispel chimera and use your 
knowledge to direct attacks at weak enemy areas. 

On certain map types, such as Highland, there are rivers separating you from 

enemies that can be crossed only at shallows. Work with your ally to find the shallows 
on your side of the map and block them off with palisades to buy time. This prevents the 
enemies’ forward buildings from crossing in the late Dark Age and from building near 
your bases, and buys a little time if rival infantry cross the shallows ín the Dark or early 
Feudal Age. Palisades cannot hold off infantry for very long but they may buy enough 
time to allow the construction of a stone wall when you go feudal. 


| ssisting Vour All and Beguesting Hid 


You are not alone in a team game. lt is important to remember this seemingly obvious | 
fact. You can get so caught up in your own struggle that you often forget or are unwilling 
to ask for help. Sometimes an ally's call for help will go unanswered because you want 
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to concentrate on your own game or because you are unwilling to risk units or teel 
unready to engage the enemy. Both of these actions are foolish. One player rarely 
survives when attacked by two competent enemy allies. Waiting too long to ask for 
assistance can leave your economy in a state that makes you useless to an ally. This 
turns the game into a two-on-one situation for your partner until you are able to rebuild, 
assuming that your ally can hold out that long. 


There is another side to this, 
however, and it is important to 

| 4 consider many factors when 

(Ca En u When requesting or sending aid. No one 
attacked, don’t call for help until , Fcan give out specific advice about 
you’re sure that it's necessary. — je when to ask for help, when to hold 
Furthermore, don’t send the plea A, out, when to send your ally help, 
unless you think your ally can do and when not to. This is a complex 
something to help you. For example, situation that players must assess 
if an early feudal rush surprises you and or EREN m each ln they 
vour partner hasn’t made it to the feudal play. Some idea can be given of 


what these factors are and what 
stage, then it's best to simply alert him to 
courses of action are generally 
the situation. 


advisable. 

Just as you should consider the 
economic cost to your ally when 
requesting help, also consider your own economic situation when you are asked for 
help. Think about whether you would be able to advance to the next age if you don't 
spend resources on your ally and if going to the next age would be more useful. 
Sometimes one team member making it to the lmperiíal Age can turn the tide of battle. 
Just because your ally needs help doesn't mean the fastest assistance is the most 
effective. Waiting for that armor upgrade to kick in might make a huge difference in 
your effectiveness. 

If you know you are not going to be able to help, then use the time your ally has 
bought you as a sacrifice to assemble a better army and assault an enemy town. This is 
something that a player must carefully consider when an ally is being attacked. Does it 
make more sense to fight off the attackers at an ally's base or to send your army to the 
attacking enemy's town that may be undefended? By sending troops to an enemy’s 
town you can instead inflict damage on his economy and draw off the attack from your 
teammate's settlement. 
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Learn to be a survivor. Give allies time to respond when under attack by hiding 
villagers or moving some of them to the protection of an ally’s town. Hiding in a single- 
player game generally only prolongs death. In a team game, however, you may be able 
to rebuild quickly and rejoin the fight. 

There is a fine line between making prudent decisions that will be beneficial to the 
team long-term and hanging your ally (or yourself) out to dry. Don't take too much 
damage before asking for help, but also don’t distract allies from what they are doing 
unless their aid is crucial. 

Don’t sacrifice your own well-being to save an ally. Though it may seem the loyal 
thing to do, it may not be the best move for either of you in the long run. Most impor- 
tantly, let your allies know what you're doing even if it ís not what they might want. 
Don't leave them in the dark or they may lose hope and give in. Let them know if you're 
winning on your side of the map, as that sort of positive information can give your allies 
confidence and motivation. 

This is perhaps the most challenging area of personal decision in the game. lt ís also 
the most rewarding. These types of personal trials lead to the most satisfying successes 
and make the game more than the sum of its parts. 


ee 


’ Trading at the Market 


At some point during the course of a normal team game, one member will have a surplus 
of a resource someone else needs. Teammates can relieve each other's economic strains 
by exchanging resources when necessary. By giving an ally a necessary resource, you 
may enable them to make an army at a critical moment in the game. However, be sure 
not to send resources to your allies that you need yourself. Remember that there is a cost 
for trading; don't waste resources trading when there is no clear advantage to be gained. 

There was a team strategy in Age of Empires where one player would “feed” a 
teammate an early Bronze Age advancement by entering the Tool Age and building a 
market as soon as possible. This strategy stuck the feeding player in the Tool Age a little 
longer while they sent resources to the teammate being fed. The advantage of sending | 
one player to the Bronze Age early was great enough to make the risk worthwhile. The | 
benefit rested in the great jump in power from Tool Age to Bronze Age units. The Bronze 
Age player could surprise and overpower the enemy players with chariot archers and 
wipe out their economies. 

This tactic is not effective in AokK for several reasons, including larger map sizes, 
garrisoning, and a minimal difference between Feudal and Castle Age units. Most Castle 
Age units are not inherently more powerful than their Feudal counterparts, but become 
more powerful only with technology upgrades. The walls available in the Feudal Age are 
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much stronger than walls from Age of Empires and take several infantry or knights over 
a minute to break through. The strategy of feeding an ally does not seem viable for AokK, 
though only experimentation and time will tell for certain. 


Trading for Gold bu Land and Sca 


Trading is one activity we rarely see in single-player games because trading with 
vourself is somewhat ineffective. Giving yourself tribute is the equivalent of throwing 
resources away. In team games, however, trading and giving tribute can be very useful. 
There are no really powerful units that can be built without gold, which is a big change 
from Age of Empires and Rise of Rome. All of the civilizations are nearly equally gold- 
dependent. In games likely to outlast the gold supply, set up trade routes early to get an 
edge on your opponents. 

In Chapters 1 and 4 you can read useful information on how to set up trade to 
maximize your results. Another factor, however, is the relative safety of your trade 
network. Depending on the map type, you may choose to rely solely on land trade, 
trade cogs, or a combination of both. 

On water maps ít would be difficult to get any results out of land trading due to the 
short maximum distance that can be achieved between markets. In an island game, 
trade cogs are the only option and this is a high-risk venture because of the potential 
interference from enemy naval forces. Controlling waterways in AoK is very difficult, 
much more so than in Age of Empires, because a large armada can be quickly undone 
with some well-placed demolition ships. 

In land-dominated worlds, building trade cogs can be a safer way to conduct trade 
because the narrow waterways are easier to defend. The enemy is often unaware of 
your trading because no one builds a large navy in such worlds. A good plan on these 
| maps is to find a good-sized lake, perhaps in the corner of the map behind a player’s 
base, and build docks for trade there. This ís a great opportunity because your trade 
cogs are safe if you control the entire lake and can thus prevent enemies from building a 
dock there. While the trading distance is short, sea trading may still be worthwhile 
thanks to the safe operation of a large trade fleet. 
| lt is relatively easy to negotiate the distances that make for efficient trade when 

trading over land. Two team members should be able to control their corners of the map 
| and all the space between. By doing so, an ideal area is created for trade to take place. 
lt is critical that the front line shielding allied bases be solid to protect the trade carts, 
which are slow and easy targets. 
Consider walling in trade routes. This won't help against archer raids or siege 
weapons but it will keep infantry and cavalry assaults from taking out expensive trade 
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carts. To get a real edge over opponents, set up trade early. This requires consolidating 
the land between you and your allies, Don't send trade carts through dangerous 
territory. Find the best compromise between distance and safety. 


} Developing Team Strategies 


Once you play regularly with a group ot people, you can think about taking your team’s 
games to the next level. Work on more advanced strategies as you become experienced 
with team games. The communication skills you are developing will help you execute 
these more advanced strategies and tactics. 


%& Coordinating ESttacks 


There seems to be a natural tendency for members of a team to take on individual roles 
and, intentionally or not, to focus on a different opponent. This is not the ideal situation. 
Keep in mind that two opponents are more dangerous than one who is as powerful as 
the two put together. Eliminating one opposing team member should turn a game into 
an easy victory. 

Discuss strategy with your teammate and decide which opponent to gang up on. 
Take out the strongest first, if possible, but if that player seems likely to resist your 
attack, consider taking on a weaker player. By crushing weak or slow players first you 
avoid facing them later in the game when they have had time to build up. This plan 
isolates the stronger opponents and hopefully increases your team's share of the 
world's resources. 


Creating Front Lines and Building in the Center 

A key to success in nearly all games ís controlling the map. The most effective instru- 
ment in controlling territory is setting up a front line. A capable front line, much as it 
sounds, is a line of resistance composed of troops and fortifications that is impassable 
to the enemy. Building a front line is something that everyone does to some extent 
unconsciously. Just remember that being aware of your lines and thinking strategically 
about them allows you to control the map efficiently. This is important in all play modes, 
but it assumes a much larger role in multiplayer games because the ratio of map space 
to players is smaller and competition for resources can be fierce in long games. 

As soon as you have scouted a large segment of the map, begin thinking about how 
you will section it off and create manageable front lines. Consider what resources you 
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can secure and how easily you can achieve these objectives, Think about how any 
advance extends your borders and determine whether you have a strong enough 
economy and military to support your moves. Would it be better to start a new base 
around a gold pile in the middle of the map or merely extend your walls? 
One of the worst disasters 
— 6 any player’s front line can 
T 4 et suffer is to be flanked. lf 

(( J NG If you place a af | enemies burst through your 
wall between your base and that of RE | front or circumnavigate your 
an ally, be sure to insert a gate. It might el , walls, get ready tor a massacre 


be needed in either direction by fleeing | of villagers. Never expect an 
villagers. | ally to protect your rear. Even 


the best teammates can let 
enemies slip through their 
town into yours. Setting up a 
wall between you may seem unfriendly, but it might just win the game. Think of this not 
as shutting out your ally but as providing a safe place where they can rebuild if their 
town falls. 

Forests and cliffs are great natural barriers —use them to your advantage. Walling in 
as much territory as possible in the beginning of the game can secure the resources you 
need to win a lengthy contest. Always plan ahead when creating your front lines. Select 
the shortest gap between forests and cliffs as a site for walls. Work with allies to wall off 
an ever-advancing area and coordinate forward building projects to dominate the center 
of the map. lt is often a good idea to have towers in all friendly towns, in the event of 
enemies breaking through. Remember that you can garrison the towers and town 
centers of allies when necessary or useful. 

lf your enemy has walled off an area already do not use that wall as a front line. 
Fighting from an enemy'’s wall puts you at a disadvantage offensively and defensively, 
because they can tear it down at any time. 

When the time comes to move forward and extend your control, work at dominating 
the center of the map. Building castles is a great way to maintain control over an area. 
Place walls and castles to command hills if you are using archers because of the bonus 
damage. Plan construction with allies. Even if you do not figure on using them, building 
military structures in your partner'’s town or forward base can prove very useful in an 
emergency. 
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Specialization of Roles 


In the Castle or Imperial Age, choose only a few units to build and develop from the 
wide variety available. Upgrading all available types to their fullest extent is too 
expensive for any one person to research in a normal length game. With two or more 
players on a team, have each assume different specialized roles to create a strong 
mixed army. 


Cnít Speclalizatton 
Look at the roles you play and begin thinking about how to minimize redundant 
research. While some units work well in masses, other types need micro-managing. 
Dividing up roles requiring close attention helps team armies fight more effectively and 
reduces technology expense, 

An excellent Imperial strategy, for example, is to have one person devote his 
resources to building an army of siege weapons, hand cannoneers, and pikemen while 
an ally creates an army of paladins and infantry. The key units in this team are the 
paladins and the siege weapons, which are very costly to upgrade and build. 

By focusing on one or two unit types you can research all the upgrades associated 
with it and gain an advantage over a large army of mixed troops that are only upgraded 
partially. lt doesn't make sense in team games for everyone to research and build in an 
identical fashion when each ally could supply one or two types of fully upgraded units. 
Specializing saves a lot of upgrade cost, 


This is especially important 
in games where naval fighting 
is taking place. Naval upgrades 
are quite costly,‚ so it is more 
practical to have one person 
do all the naval research and 
’ construction. When an ally is 
taking charge of a seaborne 
campaign, keep this in mind 
j\ and ease some of their burden 
on land. 

While monks require a lot 
of micro-managing, they can be a great asset, especially with some of the team bonus 
combinations available. It often makes sense for one person to control an army of 
monks in coordination with a teammate’s army. The upgrades for monks are quite 
costly also, again making it practical for only one person to focus on them. 


Tip if an ally needs help fighting 
a naval battle, give them wood and gold. 
Don't start building a navy. One person „ei 
with four docks can produce ships ee, 
just as fast as two people with two 
docks each. 
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Ä related specialization is monk killing. When one player is Persia, for example, 
and trampling enemies with war elephants, it helps greatly for an ally to support the 
elephants with monk killers (fast units or missile units). Powerful, slow, expensive 
units like the aforementioned pachyderms are ideal targets for monks and need to be 
supported by units that can take them out quickly. This is best accomplished when a 
second player supports the elephants by micro-managing the monk killers. 


Tower Specialization 


In AoK there is a modest amount of stone on the map relative to the stone structures 
vou will want to build. Walls are far more effective in this game than in its predecessors 
and they will require a lot of the available granite. Castles are incredible defensive struc- 
tures with great offensive potential derived from the unique units and trebuchets 
available from them. 


Also useful (and also requiring 
stone) are towers. Ävailable at a 

« fraction of the cost of a castle, they 
Tip Players generally avoid don’t pack the same staying power 
raiding an area protected hy towers, but can be spread out to provide 
even if they are ungarrisoned and Tw visibility and control. They are an 
do little damage. Raiding units EB essential part of maintaining a 
usually seek to engage defenseless sm strong frontline in long games and 

villages only. are a great option for providing 

„ defense. Even when ungarrisoned, 
towers have a powerful psycho- 

& logical effect on the enemy. A lot 
of players retreat as soon as their raiding units come under repeated attack. The most 
efficient way to employ towers is for one to research the upgrades and build them 
wherever necessary, including in allied towns. Since you can garrison allied buildings, 
this avoids redundant research. 
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Choosing a Civilization 


Every AoK player approaches 

Tj the game with a different style. 

5 WW Playing all map types, game Some are ultra-aggressive and 
settings, and civilizations is the fastest way prefer a small economy, others 
to really learn the dynamics of this game. By favor a balanced game between 
varying these options each game, you won't a medium-sized economy and 
become reliant on a technique, unit, or : a diverse army, While others 

| civilization to win games. The balance £  & 
of AokK warrants a “use the right tool En 

for the job” mindset when planning - \ 


set up extremely large econo- 

mies by defending early and 

attacking late with a huge force. 
Most players find success when 

“ they pair a civilization with their 
style of play. 


vour strategy and executing tactics. 


The more you play, the more you learn to vary your approach based on map condi- 
tions and other factors. If you become efficient with various styles of play, you can 
benefit from the strengths of each civilization. This requires understanding what advan- 
tages each civilization has over its rivals in specific situations. Here are four possible 
scenarios: 


W Selecta civilization that has a military advantage over your opponents’ civiliza- 
tions or styles of play 


Choose a civilization that complements your teammate’s choices 


map type 


Pick a civilization that specializes in a specific strategy that you can execute 
exceptionally well 


Countering Your Opponents 


Instead of picking a random civilization, there are guidelines you can follow to give 
yourself an advantage over opponents. 

If the opposition has a known weakness against a tactic, or against a type of unit, 
choose a civilization that provides a bonus for executing that strategy, or that can make 
that type of unit. You'll often find players that rarely wall or have a difficult time 


4 
YW _Choosea civilization that has economic or military advantages on a certain 
v 
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countering archers. You could then decide to rush attack or make a large amount of | 
archers early in the game. See Table 8.1 for ideas on which civilizations to use against 
opponents’ weaknesses. | 


Table 8.1: Possible choices when considering opponents’ weaknesses | 


Opponent Weakness Your Choices 


Against Archers Britons, Mongols, Chinese 

Against Cavalry | Franks, Turks, Persians, Byzantines, Mongols_ EO an 
Agtinstinfadny  Jermecotsnn cd edn nn 
Against Rushes EE Goths, Mongols, Persians, Teutons (towers) en IR 
In Early Castle Age _____ Turks— — Light Cavalry WR ON 


Persian — Cavalry Archer 

Britons —Crossbowmen 

Goths, Japanese — Long Swordsmen 
Franks — — Knights 


In Late Castle Äge | _Celts, Byzantines, Franks, Japanese, Saracens, Vikings 


In Long, Imperial Age games Any. [he key Î is to correctly use a balanced army that incorporates 
your elite unigue units and siege weapons, and maintain a large 
economy! 


If your opponent is proficient at a certain tactic, or invariably tries to execute a 
specific strategy, choose a civilization that is good at countering what you are expecting 
in the game. See Table 8.2 for further details of how civilizations match according to 
strength. 


Table 8.2: Possible choices when considering opponents’ strengths 


Opponent Strength Your Choices 


With Archers Byzantines, Franks, Celts, Britons, Goths 

With Cavalry as _Byzantines, Franks, Saracens, Mongols nnn 1 
With Infantry _ Tee Teutons, Vikings, Goths, Japanese, Celts, Turks n 

At Rushing OO Byzantines, Teutons, Persians,_ Japanese, Celts, Vikings 

In Early Castle Age Byzantines, Franks, Vikings, Japanese, Goths, feutons 3 
In Late Castle Age | | Celts, Vikings, Japanese, Byzantines, Franks, Britons en 


In Long, Lmperial Age games Goths, Japanese, Vikings, Turks, Byzantines, Celts 


Reference the civilization attributes on the card that comes with the game to learn 
the military bonuses of each people. Choose one based on the strength of units that 
counter your opponents’ bonuses. Also consider selecting a civilization based on a 
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tactic. The above charts should provide some insight into the might of certain ctviliza- 
tions in each time period. Pick one that has strength in the opposite time period and 


execute a strategy around this difference. 


Tip Create a military force 
comprised of units you don’t expect 
your opponent to prepare for. For 
example, choose Goths and attack 
with crossbowmen, or select the 
Britons and rush with light cavalry. 
Also remember that civilizations with 


access to all of the technologies for 
aparticular unit makeitagood 
candidate to use—a lot of people TS 
don’t think about it, but a el 
Brit champion beats a 
Goth champion. 


Taking advantage of specific 
military bonuses does not guarantee a 
win. An opposing player may not 
execute the strategy that seems obvious 
with a particular civilization. But, you 
will certainly be better prepared for 
combat. 


Complementing 
Vour Allics 


Three factors should affect your 
selection of a civilization to play in 
multiplayer games. 

First, consider the team bonuses. 
They re unique to each civilization and 
apply to everyone on your team. For 
example, in team games in which one 


of your teammates plays as the Vikings, everyone on the team receives the 33 % 


reduction in the cost of docks. 
Second, look at your 
teammates’ style of play. If 


Tip The combined effect of team 
bonuses and civilization bonuses ís very 
beneficial in team games. For example, 
if you're the Teutons with a Chinese 


one of your team members 
is a lethal rusher, consider 
playing a civilization that is 
better late in the game, such 
as the Turks. Refer to the 
charts in the section above 
to choose a civilization that 
is stronger in a different 
timeframe. 


teammate, you have cheap farms that e 
produce more food per farm. lfyou’re 5 


the Celts with a Viking teammate, Tr 


5 


you have a wood bonus with | 


cheap docks. 


®, 
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Finally, consider the strength of specific civilizations. lf your teammate is planning 
to make a massive army of infantry, you might choose the Britons to make longbowmen 
or crossbowmen for a stronger, combined effect when your armies fight together. 


Map Considerations 


The bonuses of some civilizations make them better suited to play on certain map types. 
Those that chop wood faster, and can subsequently build cheaper docks and stronger 
ships, have an edge on maps where a large navy is required to win. lf a civilization is 
particularly strong late in the game, you will be ín a better position to wall on a map that 
has a lot of forests. You can then consider holding out for a late-game battle. 

Äs you learned from Chapter 2, maps can be categorized into three types: maps that 
contain mostly land, maps that are almost all water or where water plays an important 
strategic role, and specialty maps that contain massive piles of gold in a location. These 
categories are broken down further to provide help in choosing which civilizations to 
play on different types of maps. 

The factors to consider when selecting a civilization based on the map are: 


< & 


WV _Whattype of army is required or has an advantage on a “land versus water” map 


W _Whatstrengths and weaknesses a civilization have that may be affected or 
enhanced by the terrain 


Use Table 8.3 as general guidelines for choosing civilizations on various map types. 
These are not strict guidelines, but should provide insight into bonuses that will play out 
in certain situations: 


Table 8.3: Possible choices when considering map types 


Map Type Best Choices 


Islands, Archipelago, Vikings (best), Persians, Celts, Saracens, Japanese, Chinese 
Migration, [eam Islands 
Baltic, Coastal, Rivers | 


Vikings, Celts, Persians, Japanese, Chinese 


Baltic, Crater Lake, Vikings, Japanese, Mongols, Celts, Persians, Franks, Britons, — 
Mediterranean Byzantines, Turks, Teutons EE 
Arabia, Gold Rush, Japanese, Mongols, Goths, Celts, Persians, Franks, Britons, 


Highland Byzantines, Turks, Teutons 
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Civilization- Specific Strategies 


As you have found out, most civilizations can be categorized and put into tables 
depending upon their abilities in varying map types and situations. This is due to the 
combination of available units, technologies, and bonuses for each in relation to what it 
takes to beat a particular opponent on a certain map. These should only be used as 
guidelines or factors when starting the game. 

While playing, use scouting techniques and the planning factors covered in Chapters 
2 and 5 to lay out your actual strategy. There is no “correct” way to win for each civiliza- 
tton, so you may vary your choice of units and strategies depending on many factors. 
the remaining part of this chapter provides an analysis for each civilization compiled by 


some of the best players in the game. 


_ Britons 


Cíoilization Attributcs 
WB Townecenters cost -50% 


W Footarchers +1 range Castle, +1 range Imperial 
(for +2 total) 


& Shepherds work 25% faster 


Cmigue Cnit 


W _Longbowman: Along-range archer that is deadly in numbers. Use in large 
numbers with support from siege weapons and trebuchets. 


Team Bonus 
| Units are made from archery ranges are 20% faster. 


Missing Technologies 


YW _Bombardtower 
WV Redemption 


W_ Stone shaft mining 
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Atonement 
Crop rotation 
Heavy scorpion 
Treadmill crane 
Siege ram 
Paladin 

Siege onanger 
Camel 
Bombard cannon 
Heavy camel 
Cannon galleon 


Hand cannoneers 


«EE EEE EESEESESEE 


Elite cannon galleon 


Plauing Hs 
Spend extra time finding sheep with vour scout at the start of the game. Gathering food 
from sheep is faster than other food sources and will allow you to advance to the Castle 
Age very quickly. The Britons’ primary military advantage is their unique unit, as long- 
bowmen are difficult to attack when massed in large numbers. They lack gunpowder, 
though, so you must prepare a large, massed force of long-range archers to counter 
combinations of cavalry, infantry, siege, and gunpowder units late in the game. 

lf you've played Age of Empires, think of the longbowmen as having similar charac- 
teristics to the Minoan composite bowmen-—they are relatively weak units, but deadly 
in masses and have extraordinary range. Spread them out so that they Te not killed by a 
few well-placed shots from mangonels and onagers. In the Imperial Age, back them up 
with champions or trebuchets to help destroy castles and combat other units. If your 
opponent has large numbers of cavaliers or paladins, protect your archers with 
pikemen. 


Plaving Against 

Make skirmishers in advance and upgrade to elite skirmishers in the Castle Age because 
you know to expect archers from this civilization. Don’t forget to research fletching and 
armor upgrades for your skirmishers. Cavalry units and mangonels are the Britons 
greatest weakness. Make sure to research armor to protect against piercing, and squires 
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to increase infantry speed, which will help your infantry pursue and kill archers quickly. 
Because of this civilization's powerful foot archers, cavalry archers and crossbowmen 
are poor units to make against the Britons. 


Plaving CCith (Tcam Games) 


Longbowmen are one of the best unique units to use in combination with an ally’s army. 
They work well with strong cavalry and gunpowder civilizations. Paladins, bombard N= 
cannons, and longbowmen are a deadly force of combined arms against nearly all other »# 45 

unit combinations. Use the team archer bonus to crank out a lot of foot archers early in 


the game. 
Buzantines 


Civilization Attributes 


W Buildings +10% hit points Dark Age, +20% 
Feudal Age, +30 % Castle Age, +40 % 
Imperial Age 


W_ Camels, skirmishers, pikemen cost —-25 % 
W Fireships +20% attack 
W_ Advanceto Imperial Age costs —33 % 


W The Cataphract: A heavily armored mounted unit that is extremely effective 
against infantry. 


| 
Ie Cnit 


Monks heal at three times normal speed. 


| Team Bonus 


Missing Technologies 
[readmill crane 
Blast furnace 
Masonry 

Heavy scorpion 
Heated shot 


Siege onager 
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W Architecture 
W_ Sappers 


W Siege engineers 


Plaping Hs 

The Byzantines are perhaps the most versatile civilization, as their comprehensive 
technology tree makes almost any strategy viable with them. Strangely, they are one 
of the weaker siege civilizations, but they have the ability to make the highest level of 
every other unit type and they can also make bombard cannons. 

Make good use of your strong defensive capabilities by moving slowly across the 
map and fortifying important resources. Force your enemy into confrontations near 
your bases where you have an advantage, and use your cheap counter units to throw 
the balance of the battles. With smart military tactics and a strong economy behind 
your army, you'll force your opponent to waste resources attempting to penetrate your 
defense. At the same time, you'll accumulate a hoard of resources that will propel 
your final all-out attack. 


Plaping Against 

Don't be complacent and make large, single-unit armies that are easily countered by one 
of the Byzantine cheap counter units. Be prepared to make hoards of pikemen against 
Byzantine cataphracts in the Castle and Imperial Ages. Keep Byzantine players from 
taking over the map and forcing you into a corner. 


Plaving Cíth (Team Games) 

Section off the map with walls and castles. Build strong front lines to control areas of 
terrain while your ally provides most of the offensive power. Take control over a large 
portion of the map and avoid expensive battles attacking highly defended areas. 
Instead, build around them and control resources. Whea you control most of the map, 
start building a giant reserve of resources to annihilate the enemy in one final sweep. 
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Civilization Attributes 


W Infantry moves at +15 % 

& _Lumberjacks work +15% 

W Siege weapons fire 20% faster 

W Sheep not converted if in 1 Celt units LOS 


nique Unit 


W_Woad Raider: An exceptionally fast-moving infantry unit. 


Team Bonus 

Units from siege workshops are 20% faster. 
Missing ‘Technologies 
Bombard tower 
Ring archer armor 
Architecture 
Squires 

Two-man saw 
llumination 

Crop rotation 

Block printing 
Camel 

Redemption 

Plate barding armor 
Atonement 
Arbalest 

Bombard cannon 
Hand cannoneer 
Fast fire ship 

Bracer 

Elite cannon galleon 
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Heavy camel 
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Plaving Hs 

The Celts are one of the fastest civilizations in regards to both advancing in age and 
storming your base. Take advantage of the sheep bonus early in the game by trying to 
steal enemy sheep. The scout is very quick, so you'll have a hard time getting sheep 
back to your base from another player’s possession. Still, use this tactic to torment and 
delay your opponents. 

After using sheep, work on berries and hunting for food to reach the Feudal Age. Get 
the woodcutting bonus and farming upgrade. You will soon have enough wood to build 
a lot of farms. This will provide a great deal of food to support your economy. Plan to 
construct a castle or two in the Castle Age to make woad raiders. Use these units in 
place of standard infantry when making a combined force. They re fast and effective at 
raiding towns to kill villagers. 

Your best bet on most map types is to launch a small raiding party in the Feudal and ® 
early Castle Ages. Buy time to wall up and head for the Imperial Age. A strong army in 
the lmperíial Age consists of woad raiders and siege equipment. lf your opponent has a 
lot of infantry and you have a lot of resources, make large numbers of heavy scorpions. 
Remember to research ballistics and chemistry to give your heavy scorpions extra 
power and more accuracy. Siege onagers will help take down walls and enemy 
buildings, and can also be used against archers and infantry. 


| 
| 


Plaving Against 


You must attack the Celts early, as they will outpace most other civilizations through the 
ages and terrorize you with woad raiders. If you're not playing a civilization such as the 
Goths, Japanese, or Vikings (each of which has cheaper or stronger infantry), you can 
try and mass archers against the speedy woad raiders. 

Celts have a fast firing siege that you must counter with light cavalry or siege to 
protect archers. The speed bonus of the Celts infantry is neutralized if you play a 
civilization that can research squires that provide you with faster infantry. This won't 
help in head-to-head combat, though you'll still be able to catch up with their fast 
infantry. | 


Plaving Cith (T cam Games) | 


Celts are good aggressors in team games, as they benefit from early attacks by taking 
the time to stock up on woad raiders and advance to the Imperial Age. Playing a 
civilization with an archer or cavalry bonus provides a strong complement to the Celts 
infantry. The team bonus provides 20% faster workshops for teammates. 


Chapter 8 
The Civilizations of Age of Empires LL 


Civilization Attributecs 
W_Startwith +3 villagers but —1 50 food 


W Technology research scaled down with age: 
—10% Feudal Age, —15 % Castle Age, -20% 
Imperial Age 

W Town centers support 10 population 

W Demolition ships +50% hit points 


Cmque Unit 
YW _ChuKo Nu: An archer that fires multiple arrows simultaneously. The Chu Ko Nu 
is strong against monks, cavalry archers, and barracks units. They are weak 
against stable units and skirmishers. 


Team Bonus 

Farms provide a +45 food bonus. 
Missing Technologies 
Hoardings 

Block printing 
Crop rotation 
Siege onager 
Treadmill crane 
Bombard cannon 
Guilds 

Siege engineers 
Paladin 

Fast fire ship 


Hand cannoneer 
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Plaving Hs 

Take advantage of the extra villagers and town center population housing at the 
beginning to get a head start on opponents. The team farm bonus makes it possible to 
start farming earlier than you might with other civilizations. Research the loom while 
making villagers at the start of the game. 

The Chinese have all infantry upgrades, and every archery upgrade except hand 
cannoneers because they lack gunpowder. Infantry and heavy scorpions provide a solid 
army when combined with your unique units in the Imperial Age. The Chinese also have 
pretty good monks. 


Plaping Against 

Because the Chinese lack the upgrade to paladin and have no gunpowder technology 
of their own, gunpowder armies are effective against them. Hordes of fully upgraded 
infantry and archers must be countered with the unique Chinese units and siege 
equipment. Use elite skirmishers and mangonels if the opponent's army is mostly 
archers, and heavy scorpions if infantry. Keep several light cavalry around to flank 
and destroy siege weapons. Back up your armies with monks to provide healing and 
conversions. 


Plaving Cith (Ecam Games) 


The Chinese are great in combination with the Teutons. The Teutons benefit tremen- 
dously from the overlapping farm bonuses and can provide gunpowder and heavy 
cavalry support. Other civilizations should use infantry and cavalry when playing with 
the Chinese, as they'll back up opponents’ armies with short-ranged, but very powerful, 
archers. 


Franks 

| Cioilhization Attributes 

W_ Knights +20% hit points 

W Castles -25% cost 

\ Farming upgrades free with mill 
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Chique Unit Pa, 
E Throwing Axeman: An infantry unit with a ranged attack. They are stronger than S 
other infantry units. Also strong against archers with their ranged attack, but 
weak against stable units, siege, and skirmishers. 
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Team Bonus 
Cavalry works at a +2 LOS. 


Missing “Technologies 
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Keep 

Bracer 

Bombard tower 
Ring archer armor 
Heated shot 
Squires 

Stone shaft mining 
Redemption 
Two-man saw 
Atonement 
Sappers 

Siege ram 

Guilds 

Siege onager 
Camel 

Shipwright 

Heavy camel 

Elite cannon galley 
Arbalest 
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Plaving Hs 

Set up a farm economy early in the game to take advantage of the free upgrades. lfyou 
start farming in the Dark Age or early in the Feudal, your farms should be used up just 
in ttme to take advantage of the next free upgrade that kicks in. 

Cavalry will be your main unit of choice because of the extended LOS and high hit 
points. Don't think the extra hit points are going to make you immune to pikemen or 
camels, though, so be sure to crank out infantry as well. Take advantage of gunpowder 
technologies in lmperial Age. Paladins and bombard cannons provide a good late-game 
combination. 


Plaving Against 
Be prepared to make camels or pikemen and expect an accompanying force of infantry. 
Á smart Frankish player will take advantage of gunpowder in the Imperial Age. Armies 
of archers defended with pikemen, camels, and heavy scorpions can provide effec- 
tiveness against cavalry and infantry onslaughts. 

Use unique units that are strong against barracks and stable units to protect 
archers. Heavy scorpions will only be effective against the Frankish non-ranged units 
if you can keep bombard cannons from demolishing them. Build a castle quickly. Make 
lots of throwing axemen to complement your armies of cavalry. 


Plaping Cith (Team Games) 


Contribute strong cavalry and infantry to ttammate armies and go for gunpowder and 
paladins in the lmperial Age. Hoard stone and build your cheap castles offenstvely or 
defensively depending on the need. The farming bonus will provide an advantage with 
extra wood in mid-Castle Age. 


Gaths 

Civilization Attributes 

W Infantry cost—10% in Feudal Age, —15% in 
Castle Age, and —-25 % in Imperial Age 

YW Infantry attack +1 against buildings 

W Villagers have a +5 attack against wild boars 


W_ +10 population over the limit in Imperial Age 
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Cnigue Cntt 
WK _Huskarl: An inexpensive and versatile infantry unit with substantial piercing 
armor. 


Team Bonus 
Barracks function at a 20% faster rate. 


Missing ‘Ecchnolagies 


(Please reference the civilization attributes card in the game for the complete list. The 
Goths have a substantial number of technologies that can't be researched. This list is 
limited to important ones that will affect how you play with or against the Goths.) 


Walls 

Imperial age armor for archers, cavalry, and intantry 
Towers 

Siege rams and siege onagers 

Camels 

Siege engineers 

Arbalest 


Plaving As 

The Goths have a lot of missing technologies, no walls, and no valuable economic 

bonus. At first this makes them seem vulnerable and weak. But make no mistake, the 
| Goths benefit temendously from their infantry bonuses. [hey must be played as an 

extremely aggressive civilization, perhaps more so than any other in the game. 

Early rushing and constant pressure on your opponents should allow you to 

| build forward castles and mass huskarls. Use siege and trebuchets as support to get 
_through walls. Elite skirmishers should be combined throughout the game with your 
‚_hordes of infantry. You will win with the Goths by maintaining forward pressure and 
overwhelming your opponents with infantry. lf you meet similar-sized armies of 
infantry late in the game, you must outnumber them greatly to make up for your lack 
of plate mail armor. However, the faster barracks and cheaper infantry should provide 
enough bonuses to do so. 
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Plaving Against 
Goths have no walls, Your town will be raided, but you should have no problem raiding 
back. As the Byzantines, use your cataphracts early and often. Against other civiliza- 
tions, a strong balance of heavy scorpions with cavalry will be difficult to counter by 
the Goths. 

The huskarl has a lot of piercing armor and an attack bonus against structures. 
This will give them additional protection from archers and make them more effective 
at destroying town centers whether garrisoned or not. The Britons must have siege 
equipment, and ít is wiser to go with an alternative army of infantry than longbowmen 
to beat the Goths. 


Plauing Cith (Team Games) 

Take advantage of the early attacks that the Goths will execute by pushing hard in the 
Castle Age. Be prepared to help wall a Goth teammate’s base. The Goth team bonus 
provides faster barracks to ttammates. Complementing a Goth army with priests and 
infantry, which receive lmperial Age armor and bombard cannons, will provide an 
overwhelming force that opponents must counter with siege and cavalry. Be prepared 
to react to large numbers of cavalry by mixing in pikemen. Keep light cavalry around to 
attack siege forces. 


‚ (apancse 


Civilization Attributes 


W_ Eishingships work +5% Dark Ages, +10% 
Feudal Age, +1 5% Castle Age, +20 % Imperial 
Age, with 2X hit points, and +2P armor 

W_ Mill lumber camp- and mining camp cost -50% 


VW Infantry attack at+10% faster Peudal Age, +15 % 
faster Castle Age, +25 % faster Imperial Age. 


Cniguc Unit 
W Samurai: A fast-attacking infantry unit that specializes in killing other civiliza- 
tions’ unique units. 


B Team Bonus 
Galleys have a +50% LOS. 
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Missing Technologies 


Bombard tower 
Guilds 

Paladin 
Architecture 

Camel 

Hoardings 

Heavy camel 

Gold shaft mining 
Plate barding armor 
Stone shaft mining 
Siege ram 

Crop rotation 

Siege onager 
Treadmill crane 
Bombard cannon 
Sappers 

Heavy demolition ship 
Heated shot 


Plauing Hs 

The Japanese are a fast infantry civilization with great archery units and monks. They 
only get siege rams and heavy scorpions for lmperial Age siege, but this is a perfect 
complement for their armies, which are primarily infantry. Take advantage of their 
archery and religious technologies and include arbalests or hand cannoneers and 
monks in your combined arms force. Because the Japanese do not get heavy cavalry, 
use light cavalry to take out opposition siege and archers. Include pikemen in your army 
to counter enemy cavalry. 

The Japanese have a poor late economy because of many missing economic 
upgrades. {heir civilization attributes are mostly economic, however, so this makes up 
for some of the shortfall. Missing gold shaft and stone shaft mining technology means 
you'll have to put a few more villagers into mining in the Castle Age. Dominate the seas 
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with the fishing bonus and the naval technology available to you. The Japanese are good 
throughout the ages but strongest in the Feudal and Castle Ages, so attack early and 
follow up with your unique units. 


Plauing Against 
Dont let your Japanese opponent build huge fleets of fishing ships. Take out their docks 
from land or try to engage them on the water. The mangonel ís a good weapon to use 
against the Japanese because it's hard to counter without heavy cavalry or equivalent 
siege. 

Use fully upgraded champions against Japanese samurai instead of unique infantry 
that your civilization might have. Progress to Imperial Age as soon as possible, as most 
civilizations at this stage will gain an advantage over the Japanese. 


Plaving CCith (Team Games) 

While the Japanese don’t have a very useful team bonus for land maps, samurai can be 
combined with a ttammate's bombard cannons or paladins for a strong Imperial Age 
force. The Japanese can advance in ages faster than opponents and should be used to 
launch early attacks. After attacking your opponents, defend with castles and elite 
skirmishers in the Castle Age. The elite samurai is an extremely effective infantry unit 
against opposition infantry armies and cavalry. Back up these foot soldiers with siege 
and archers from an ally. 


Mangols 


Civilization Attributes 


YW Cavalry archers fire 20% faster 
W Lightcavalry +30% hit points 
YW Hunters gather 50% faster 
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Cniguve Cit 


W Mangudai: A fast cavalry archer with a special attack bonus against siege. They 
are strong against infantry and monks, but weak against light cavalry, foot 
archers, and skirmishers. 


Tcam Bonus 
Scout cavalry and light cavalry have a +2 LOS. 
Missing “Technologies 

B Keep 
Plate barding armor 
Bombard tower 
Hand cannoneer 
Architecture 
Ring archer armor 
Heated shot 
Sanctity 
Two-man saw 
llumination 
Crop rotation 
Block printing 
treadmill crane 
Redemption 
Guilds 
Bombard cannon 
Paladin 


Dry dock 
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Plaving Hs 


The Mongols are a fast and furious people who are particularly strong in the Castle 
Âge. The cavalry archer can be used to great effectiveness in early Castle Age, as your 
hunting bonus propels you to advance quickly. Don't count on this resulting in a rapid 
victory, though, as good defenses and skirmishers can make your cavalry archers 
obsolete. The Mongols have every infantry and siege upgrade except for bombard 
cannons. 

Don't rely on speed and raiding abilities too much, because winning against a 
good opponent is going to take some heavy action from your infantry and siege. The 
mangudai is one of the most powerful unique units and it works very well with onagers. 
Build a castle and pump out some mangudaíi as soon as possible. Dont forget to take 
advantage of your heavy camel upgrade if enemy paladins get in your way, and most 

of all don't forget your light cavalry. The light cavalry is the most underrated unit in the 
game and can really accomplish a lot if used well. 


Plaving Against 

Make skirmishers in the Feudal Age in anticipation of the cavalry archer attack that will 
most likely happen in early Castle Age. Get the elite skirmisher upgrade as soon as 
possible and make sure you don't forget to research all the archery upgrades. Make 
camels if you have them, and watch out for mangonels/onagers with your infantry. 
Take advantage of the Mongols’ lack of gunpowder technology. Also remember that 
mangudai are powerful against siege. 


Plaping Cith (Tcam Games) 
Allow your teammates to build up a strong Castle Age army while you occupy the 


enemy with raids early on. In the lmperial Age, support your team with upgraded siege, 
infantry, and mangudai. 


Dersians 
Civilization Attributcs 
W Start with +50 food/wood 


WE Towncenter and dock workrate +10% Feudal 
Age, +15% Castle Age, +20% Imperial Age; also 
2Xhit points 
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Cnique Cnit 


W War Elephant: A deadly unit with high hit points, trample damage, and excep- 
tional armor. They are especially fierce against cavalry, swordsmen, foot archers, 
and buildings. They're weak against monks, pikemen, and cavalry archers that 
do repeated hit-and-run attacks. 

Team Bonus 
Knights attack at +2 against archers. 


Missing Technologies 


Fortified wall 
Sanctity 

Keep 
llumination 
Bombard tower 
Redemption 
Treadmill crane 
Atonement 
Ärbalest 

Siege onager 
Bracer 

Siege engineers 
Two-handed swordsman 


Shipwright 


ARRA 


Champion 


Plaving Hs 


Use your town center production rate to reach an early boom in the Castle Age and 
spread out. When garrisoned, your double hit point town centers will be like mini- 
castles, so build and garrison them to help defend areas. The Persians lack infantry 
and have only good foot archers, so focus on building and protecting your cavalry. 
lake advantage of gunpowder technology and use hand cannoneers and bombard 
cannons in coordination with your heavy cavalry. The war elephant is a powerful asset 
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for taking down enemy infantry and buildings. Use light cavalry or heavy cavalry 
archers to take out enemy priests before an elephant attack. Watch out for pikemen as 
they are Persia's main weakness. 


Plauing Against 

Infantry and pikemen are the way to go against the Persians. Hit them hard in mid- 

game. Watch out for the Castle Age boom, when they can be tough to keep up with 

economically. Take advantage of their weak defenses and make monks to deal with 
pesky elephant problems. 


Plauing Cith (Team Games) 
The Persians have strong cavalry and the strongest unique unit in the game. At the 
same time, however, war elephants are very difficult to use effectively. Have teammates 
support you with infantry and archery units and keep monks around to reconvert them. 
Play defensively and let opponents raid early in the game while you race to the Imperial 
AE Age with a booming economy. This will provide war elephants in place of siege late in 

/ | the game. 


" Saracen 


en 


9 Civilization Attributcs 

W Market trade costs only 5 % 

W_ Transport ships 2X HPs and 2X carry capacity 
W_ Galleys attack 20% faster 


W Calvary archers +3 attack vs. buildings 


Cnique Unit 
W _Mameluke: A camel unit with a ranged attack. They are strong against infantry, 
monks, and cavalry units, but weak against archers and siege weapons. 


Team Bonus 
Foot archers have a +1 attack versus buildings. 


Pd, 


Í Á Nd de 

Pad 4 N dee 
ie J Tern E 
EN 


CV 


Chapter 8 
The Civilizations of Age of Empires LT 


Missing Technologies 
Bombard tower 
Guilds 
Architecture 
Cavalier 

Heated shot 
Paladin 

Stone shaft mine 
Heavy scorpion 
Crop rotation 
Fast fire ship 
Sappers 


«eee ee ee eee 


Shipwright 
Plauing Hs 


The Saracens are an excellent choice on water maps, where their galley attack bonus 
provides an edge in taking over the seas. Overall, the Saracens don’t have an out- 
standing economic or military bonus to provide speed ín advancing to the Feudal and 
Castle Ages. Your goal early in the game is to properly defend your base and advance to 
the Castle Age quickly. 
Offensive troops composed of mamelukes and backed up with mangonels are 
| difficult for enemy troops to counter. [he Saracens are one of the few civilizations with a 
| full line of infantry and archers. This is not a factor early, but provides a solid secondary 
| unit to later use in conjunction with elite mamelukes and siege onagers. Saracens have 
access to gunpowder that can be used in place of siege in the Imperial Age. 


Plaping Against 

[he Saracens are very weak at the outset of a game. Fast rush attacks can be used 

to set them back and delay their advance through each age. When Saracens begin 
constructing mamelukes from their castle, use archers and siege weapons to attack 
before the numbers become too formidable. A sizable number of heavy camels, 
massed archers, and siege are needed to stand up against this late-game powerhouse. 
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Plaping CCith (Team Games) 

Saracens provide a solid late-game companion, but may need a lot of assistance early in 
the game if they become the target of one or more opponents. The team bonus provides 
foot archers with a +1 attack against buildings, which won t have a real effect on the 
outcome of military confrontations. Mamelukes are best used to provide a backup to the 
advancing troops of tetammates. With full lines of infantry, archers, and a special unique 
unit, the Saracens can choose several paths with full access to the technologies that will 
provide strength late in the game. 


Teutons 
ds 5 Civilization Attributes 
Monks heal from 2X as far 


Towers garrison 2x units, fire 2x normal 
garrison arrows 


Farms cost —33 % 


Town centers are at +2 attack, +5 range 


ES € € € 


Murder holes free 


Cnigue Cnit 


W_Teutonic Knight: Slow moving, highly armored units with a sluggish yet powerful — 
attack. They're strong against cavalry and buildings, but weak against archers, 
towers, and siege weapons. 


Fcam Bonus | 
[eam units are 2X resistant to conversion. | 


Missing Technologies | 
W Architecture 
W _Arbalest | 


Wold shaft mining 
W _Bracer 
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Light cavalry 

Siege ram 

Camel 

Shipwright 

Heavy camel 

Dry dock 
Husbandry 

Elite cannon galley 
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Heavy cavalry archer 


Plaving Hs 

As the Teutons, you face little chance of being rushed in the Feudal Age, so don't spend 
time making counter units for defense. Instead, move quickly to the Castle Age and then 
begin setting up additional town centers and towers. The Teutons have a significant 
farm bonus that makes it easier to reach Castle Age quickly. Concentrate more villagers 
on farming and make 33% more farms at the same cost. 

Teutons have all economic technologies except gold shaft mining. [eutons have 
strong infantry and capable monks. They also benefit from masses of paladins. Gun- 
powder technology and every siege unit except for the siege ram are available. The only 
shortcoming is a lack of archery upgrades and a few missing naval technologies. 


Plaping Against 

Use archers on the Teutonic knights and rams or bombard cannons to take down deadly 
towers and town centers. Be prepared to face paladins and archers with combinations 
of massed archers, pikemen/skirmishers, and monks. 


Plaping CCith (Feam Games) 
Have teammates give you stone as tribute in early Castle Age and begin fortifying your 


side of the map. Support your allies’ armies with monks and gunpowder units. Use 
paladins to break through enemy defenses for deep, hard-hitting raids. 
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Turks 


Civilization Attributcs 


W _Gunpowder units are at +50% hit points; 
researching gunpowder technologies costs —50 % 


W_ Gold miners work 15% faster 
W Chemistry is free 
W Light cavalry upgrade is free 


Chique Unit 


W_Janissary: A tough hand cannoneer with longer reach and no minimum range 
than standard cannoneers. accurate from a distance, but packs a powerful 
close-range attack deadly to non-ranged units. 

Team Bonus 


Gunpowder units train 20% faster. 
Missing Technologies 


Stone shaft mining 
lumination 

Crop rotation 
Block printing 
Paladin 

Onager 

Elite skirmisher 
Siege onager 
Arbalest 

Siege engineers 


Pikemen 
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Fast fire ship 
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Plaving Hs 
Use light cavalry early for raids and as a counter. Make sure that you upgrade them. 
Advance to the Imperial Age as fast as possible as that is where the Turks excel. Use 
gunpowder units to dominate your opponents’ armies. Just watch out for paladins. 
Use janissaries and bombard cannons complemented with light cavalry to sweep 
through enemy towns. 
Since the Turks are heavily gold dependent, aggressively control gold mines. 
Quickly deplete piles with the mining bonus and move on to the next. Make sure vou 
| protect your bombard cannons zealously. Turkish armies are very powerful and very 
| expensive. Losing a large army of bombards can take you out of the game late in 
| Imperial Age. 


__Plaving Against 
Cavalry are the best primary unit against Turkish armies, which can't make pikemen 
to accompany their slow moving siege and foot armies. They do get heavy camels, 
however, so make archery units to counter your camels. Archery units are a good 
counter for janissaries as gunpowder foot units are inaccurate against distant targets. 
Since the Turks don't get elite skirmishers or paladins, archers are difficult for them to 
counter. The use of light cavalry along with a good mix of pikemen with the archers can 
be used to neutralize them, though. 


Plaping CCith (Team Games) 

| Have your teammates protect you early in the game and feed you to Imperial Age if 

| necessary. Set up a gold trade with your teammates, as you'll need it to afford that huge 
gunpowder army later on. 


‚Vikings 
El Ciuilization Attributes 


B War ships cost—20% 


W_ Infantry +10% hit points Feudal Age, +15 % hit 
points Castle Age, +20 % hit points Imperial Age 


YW _ Wheelbarrow and handcart are free 
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Cniquc Unit 
The Vikings are the only civilization with two unique units: 


W _Berserker: This infantry unit heals itself over time and is strong against cavalry 
and buildings. lts weaknesses are archers and siege weapons. 


W Longboat: Auseful vessel that can only be built if you possess a castle and a dock. 


Team Bonus 
Docks are at -33%. 


Missing “Eechnologies 
Keep 


Hand cannoneers 
Bombard tower 
Sanctity 

Stone shaft mining 
llumination 
Treadmill crane 
Block printing 
Guilds 
Redemption 
Paladin 

Siege onager 
Camel 

Bombard cannon 
Heavy camel 

Fire ship 
Husbandry 

Fast fire ship 

Plate barding armor 


Shipwright 


RARA 


Heavy cavalry archer 
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Plauing Hs 

With one of the best infantry bonuses in the game, the effective berserkers, and all the 
upgrades for foot archers, building a foot army is your best option as the Vikings. Heavy 
scorpions should accompany your troops. Use siege rams to help smash through walls 
and to destroy enemy buildings and castles. Take advantage of the seas with the unique 
longboat. 

The Vikings have a strong economy both early and late in the game, so they re top 
candidates for launching a Feudal Age rush and sticking around in lmperial Age. In the 
lmperial Age, use your strong economy to make up for the lack of gunpowder tech- 
nology and try to outproduce the enemy. Don't completely focus on infantry; 
add archery units to your armies as well. 


Plaving Against 
Take advantage of the Vikings’ lack of fire ships if you can t avoid a naval war. You Te 
| going to need mangonels to deal with Viking infantry hordes on land. The Vikings have 
| a tough time handling fast units like cavalry and cavalry archers. With poor cavalry and 
no gunpowder, the Vikings are vulnerable to bombard cannons and hand cannoneers. 


Plaping CGith (Eeam Games) 


Let the Vikings control the seas on maps with water. On land, the Vikings should be 
primarily responsible for providing infantry to the war effort because of their high 
bonuses. Viking players need gunpowder support from their allies late in the game. 
Forward castles with berserkers will provide a strong forward presence late in the game. 
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he Age of King's single-player campaigns are remarkable for 

both their difficulty and strategic flexibility, You can succeed ín a scenario 

with so many different tactics — that is, if you succeed at all, This part will 
offer the most straight-forward path througheach andevery scenarioand 
highlight alternate potential winning strategies. We've also included 

sidebars written by Ensemble Studios’ Greg Street, with historical 


background on each scenario as well as notes on game design decisions. 


While thís detailed walkthrough was completed at the Moderate difficulty 
level, the tactics presented will be successful no matter what difficulty | 
setting you play at. The main difference between difficulty levels is the 
aggression and skill level of the opponent Al. lf you play at a harder 

setting, plan on fending off a few more attacks and building a few 


more of the suggested units. 


mn 
dn 


_ up with a conviction that simply captivated all who met her. 


he Hundred Years War was a dark time in European 


history. ltseemedasifthesoulotFrancewasatlameaboutto 
be extinguished when the young peasant girl named Joan rose 


Her vision was for a free France, and the force of her will 
rallied the demoralized Army ot France. 


j 


| 


Such was her power that the Dauphin entrusted her with the 
command of the entire French army at the age of seventeen. 
Even though her military career was short, her impact on 
history was amazing. She coalesced the national pride of 
France and was able to start the dominos falling that 

would eventually end the century-long war. 


Even though she was captured and burned as a witch by 
the British, her power remained. Years later, her conviction 
was overturned and she was beatitfiedas a saint. 
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ln Cnlikelu Messiah 


Objectives 
W _EscortJoan from the camp at Vaucouleurs to the Chateau of Chinon. 


W joan must survive. 


Restrictions 
None (set-piece scenario —no player building allowed) 


Forces 
Their Stance Your Stance 
Army of France Ally Ally 
British Ally Enemy 
Burgundy En} Enemy Enemy 
Chinon OO Ally ° Ally | IE 
Highwaymen OE Enemy Enemy n EE j 


Map Mighlights MEN 
You'll begin at the northeast edge of the map, at the camp at Vaucouleurs. On the north Ee tt : 
corner of the map is a Burgundian castle, with a Burgundian village near the center of _ | 
the map. To the west of the castle is a small encampment of the Army of France. A river 
crosses the map from northwest to southeast. Chinon sits at the southwest corner of 
the map. 


Battle Plans 


You will begin the scenario just outside the camp at Vaucouleurs. You will have three 
units under your control: Joan and two knights. Group them together right away (select 
them and tap Ctrl-9 or whatever number you prefer). You'll want to keep these three out 
of harm'’s way as much as possible. 

Joan has a powerful personality, and her conviction about the sovereignty of France 
can have an intoxicating effect on the demoralized French army. At times, Joan's mere 
presence will allow her to “convert” forces over to your side (and direct control). 
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Iistorical Tates 


Joan of Arc was born a peasant girl, and entering the military was just not a career 
choice for women in those days. Through persistence, Joan persuaded the captain 
of the army stationed at Vaucouleurs to write her a letter of introduction to the 
Dauphin. With two knights and their squires, Joan set out across the French 
countryside, something else that was just not routinely done in medieval times. 
— Greg Street 


Begin by heading through the camp (to your right). You'll iüimmediately be able to 
convert four crossbowmen and four men-at-arms near the tents (not all of the soldiers 
will convert). You'll probably want to create a group (Ctrl-1) for the crossbowmen and 
the men-at-arms. 

Head out of the village and take the south path. You'll soon come across a battle | 
traging between the British and the French (see Figure 9.1). Slowly back off and look for 
a gap through the trees to your left. Send your men-at-arms through the gap and | 
position your archers at the opening of the path. As soon as your men-at-arms emerge 
on the other side, they'll attract the attention of some highwaymen. Head back through 
the trees to lure them into range of your crossbowmen, and take them out. 


De Metz: Lookout!A battle rages/ahead'Stay/backdlestiweibelcaught in‘the 


crossfire! b hand on 7 Figure g, 4: 
ef Don’t wander into the 


; 


battle, there’s nothing you 


view you as an ally for 


Outpost Built 


oep ne n - Tae j this scenario, they won't 


attack you. 


Go back through the trees again and take the path up to the northeast. You'll notice 
a fortified wall surrounding a village. Ignore this for now and head across the stone 
bridge. Move your forces to the east along the river to avoid the wolves, then enter the 
small French village. 
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Head toward the northeast to reach the 
capped ram. You'll recruit the ram, four men-at- 
arms, and six pikemen. Make the pikemen their 
Keep the wolves u own group and add the men-at-arms to your 
away from Joan — en existing group. Order your forces back across the 
shell want to fight ke bridge to gather outside of the fortified gates of 
them, but you don’t 2 the Burgundian village you passed earlier. 
want to have the savior of Move your men-at-arms to the gate to attract 
France mauled to death the attention of the archers within. Allow the gate 
by a pack of renegade to open and let them advance, then rush inside 

canines. while the gate is open to finish them off. As soon 
as you have destroyed the archers, bring the ram 
to the gate and break it down (see Figure 9.2). 


CCarnin 2À 


Figure 9.2: 
Use the ram to break down 
the gate of the fortified 
e Burgundian village after 
Z you've dispatched the 
2 archers. 
$ 
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| 
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Head east through the town and across the ford (but watch out for the wolves on the 
other side!). Through the tree-lined path is another enemy village, this time packed with 
forces. Take one of your knights out of Joan's group and advance him slightly. Amass 
your forces just at the edge of the trees, and send your knight south to the water’s edge, 
then northwest along the river. He’ll convert three transports as he passes the dock, but 
keep him going to attract the attention of the attackers. 
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From the 
Designer s Clipboard 


We struggled with thís scenario a lot because it was the first one l ever did, and we 
knew it would be the first one many people played. We didn't want to start with 
three villagers and a town center because so much time elapses before anything 
exciting happens. But we also wanted to show the epic combat of Age of Kings. It 

was Tony Goodman, our president, who had the idea to show the player a big, 
explosive battle between two other players from a safe distance. Everyone | have 
talked to says it is the best part of the scenario. Jean de Metz and Bertrand de 

Pologny were real people who really did escort Joan across the French countryside. 

Travelling from one city to another in the 1400s was much different than it ís 
today, and Joan's family and friends thought she was insane for even trying it. 

— Greg Street 


As soon as the transports are yours 
Ti to control, move them to the shore 
| D Inordertomakethis _ close to your troops and order every- 
| diversion work as well as possible, es ee, body to load up. lf you've done a good 
use waypoints to set up the AB job protecting your forces, you won't be « 
knights path as soon as you BBH able to fit everybody on board, but you 
can make out the edge of } WB can save fifteen valiant troops —just 
the river. 2“ make sure you save Joan, as well! 
Move the transports southeast. 
Keep one in front (but not the one 
carrying Joan), and as soon as you see the Burgundian war galley, charge to draw the 
fire. Now, bring your other two transports to shore near the village to the south and | 
unload the troops. Finally, break the other transport away from the battle and unload 
the remaining troops. jj 
You'll recruit more soldiers here, plus a pair of scorpions. Cross the ford to the south © 
and take out the highwaymen. Once you've dispatched these enemies, you can take the ’k 
road to the northeast into Chinon (see Figure 9.3) and the castle there. Move Joan into | | 
the castle to complete the scenario and begin her meeting with the Dauphin. 


of,” 
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rce of protectors 
into the city of Chinon. 


Ehe Maid of Orleans 


Objcctiocs 


Joan must survive. 

The cathedral in Orleans must remain standing. 

Escort Joan to Blois so that she can command the French army. 
Deliver six trade carts of supplies to the Orleans town center. 


Get Joan to the Orleans town center. 


« € € & & «€ 


Convince the British to withdraw by destroying one of their castles. 


Restrictions 
Can't advance to the Imperial Age. 


Forces 

Their Stance Your Stance 
Blois Ally Ally 
Burgundy mn Enemy Enemy 
Chinon Ally Ally 
North British Enemy Enemy 
Orleans Ally Ally 
South British Enemy Enemy 
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Map Dighlights 
ie You'll begin at the southeast corner of the map in Chinon. To the far north is a massive 
British stronghold with two castles. Just south of that, near the center of the map, is 
Orleans. South of Orleans (across the river) are two British encampments (separated by 
a large pasture). Each encampment has a castle. To the southwest is the small town of 
Blois, where the Army of France and supply carts are waiting. 


Battle Plans 


You will begin the scenario in Chinon. Your party consists of four knights, a scout, a pair 
of two-handed swordsmen. In a few seconds, Duc D'Alengon will arrive to escort Joan. 


Nistorical Dotes 


Although she had impressed the Dauphin and the clergy at Chinon and Poitiers, 

Joan's first test as a leader came at Orleans. The other French commanders wanted 
to wait outside the city and attack the English castles one by one, but Joan knew it 
would have a huge effect on both French and English morale if she immediately 
liberated the city of Orleans. The English, spoiled from a string of 
unbroken victories, never imagined the French would march right 

past theír castles into the city. 
— Greg Street 


Your first order of business is to get Joan to Blois to take command of the Army of 
France. Take your mounted party and head out of the gates and along the road, past the 
monastery. Continue to follow the path to the west. 

You'll encounter some Burgundian 
highwaymen along the way. lf you send a 

- scout ahead, you'll be ready for them. The 

Tip You maywantto _ small force isn't too hard to dispatch, but 

send your faster scout out remember to keep Joan out of harm’s way. 
a Kad oe Ee Wd, After you destroy the Burgundians, continue # 
that you don’t stumble | EA west along the path. Soon, you'll come to | 
into any surprises. | WB Blois. Enter the gates, and the remainder of 
ex the Army of France is yours to command. 


mmm 
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Your next task is to escort the six transports back to the Orleans town center. Your 
goal is a dock on the south edge of the river, to the north of the Blois fortitfication. As 
soon as you approach, the doek and the two transports will be under your control. 

Load your party onto the transports and cross the river straight north (veer to the 
west to avoid the island). Unload and head north to the city gates of Orleans. Once 
Joan is inside, the city will come under your control. immediately locate the three idle 
villagers (use the “.” key) and set them to work repairing the cathedral. 

Äs soon as you can, get the carts 
to the town center. You ll now have 
T' some supplies to work with. 

E D Once you get the he Your final task is to take out a 
cartsto Orleans, takejJoanto ZZ British castle. To do this, you'll have 
the town center and leave SF to build up some military strength to 
her there…you don’t want B protect Orleans and commence your 

to risk her in battle. ER. assault. There are many ways in which 
you could handle this assault, but we'll 
explore the most direct and effective. 
First off, you ll need to start accumulating some supplies, specifically food, wood, 
and gold. Start off by creating some villagers and putting them to work farming. Orleans 
has a number of untended farms to the west of the city, but they are unprotected. A 
better tactic is to simply start making farms in town, near the mill and town center. 

Your next task is to get some lumber 
work going. You'll notice that there are only 
a tew trees left within the city walls, and 
| that there are plenty of patrols out there. 
While you are getting Ui Take a few villagers and knock down a 
Orleans uptospeed, grab section of the wall to the south (where the 
the Army of France and head kt trees are). Now, build a wooden palisade 
them up to your dock to wall surrounding the trees (use the river to 
protect it from South block the southern section of your lumber 

British raids. camp). Then, build a lumber camp structure 
near the trees and put some villagers to 
work (see Figure 9.4). 

Finally, get five to six villagers together 
and head down to the transport boats (bring along a scout as well). Cross the river. Just 
to the south of the dock is a gold vein. Set up a mining camp and begin mining the ore. 
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room for at least two buildings in there. 


Remember that you still 
need to protect Orleans. 
The only real threat will 
come from the Brits to the 


north, in the form of catapults 
and archers. Upgrade to light 
cavalry and have a force of 
knights and light cavalry at the 
ready to take on any attackers. 


Army of France knights) and explore the territory to the southeast of the gold vein. 
You're looking for the best path possible to the western-most side of the South British 
castles. The southwestern fortified wall has only one guard tower. This will be your 


infiltration point. 
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Depending on your paranoia level (and your ability to dispatch the first couple 
of raids on the dock from the South British), you may or may not choose to build a 
palisade wall around your gold camp. lf you do build a wall, give yourself enough 


Figure 9.4: 
Build a protected lumber 
camp just outside of the 


Hv i ls ín order 
to keep your villagers 
from harm. 


Once you have your villagers in the 
mining camp, the dock is no longer needed. 
What you will need is a siege workshop and 
a barracks. You'll have to upgrade to Castle 
Age to build the siege workshop, so make 
this your first supply goal. If you haven't 
done so yet, upgrade to men-at-arms. | f 

You'll want to build up a strike force 
near your mining camp of at least twelve 
men-at-arms and three battering rams. 
While you're gathering resources and 
building up your troops, keep checking back 
on Orleans to make sure that the city is safe 
and that Joan hasn't wandered off into 
combat. 

Take your southern scout (or one of the 
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Once you have the force together, advance on the castle, but keep your men-at-arms 
back from the guard tower. Pick a piece of that wall near the tower base, and start your 
rams working. You'll probably lose one of the rams, but you'll burst through. 
lmmediately order your remaining rams to attack the tower (see Figure 9.5). 

Once the tower is destroyed, you have a clear path to the castle within the walls. 
Order your trams to attack the castle and call in your men-at-arms to work on the 
building, as well. 

In all likelinood, you'll lose all of your men-at-arms, but they should have done 
enough damage to allow the rams to finish the task. Once the castle falls, the British 
will withdraw, and Orleans will belong to Joan. 


cations unharmed. 


From the 
Designer 5 Clipboard 


The Duc D'Alengon was the real tactical brains behind Joan’s army. She ultimately 
_ seemed to call the shots, but he dealt with a lot of the battlefield deployment and 
supply. For the first few months of testing this scenario, we had no unit art for 

Joan. Since the Franks don’t get camels, we made Joan a camel to stick out. 
lt was pretty funny hearing sweet Joan make the horrible camel noise. 
— Greg Street 
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si The Cleansing of the Loire 
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Objectioes 


W Joan must survive. 
W Destroy at least three British castles. 


Restrictions 
Can't advance to the lmperial Age. 


Forces 
Their Stance Your Stance 
British Enemy Enemy 
Burgundy Enemy Enemy Ee 
Fastolf's Army | Ally Aly TN 


Map Mighlights 

You'll begin at the southwest corner of the map. Almost straight north is a small 
Burgundian village. A large British fortification and castle is at the northern-most 

corner of the map. Three more fortified, but smaller, British castles line the map from 
northwest to southeast, about a third of the way into the north side of the map. Fastolf's 
forces are setting up camp in the east, just to the north of the easternmost British castle. 


Battle Plans 
You will begin the scenario near the south of the map, at the edge of a river. lmmediately 
head northwest to the flag. You'll find a pair of transports and demolition ships. Use the 
demolition ships to keep the British navy at bay while you ferry your forces across the 
river (head northeast). 

You'll want to find a path leading north from the bank. Follow the path and tum 
east. Order your troops to take out the Burgundian guard tower and head to the 
secluded valley to the east. Here, you'll find all the resources you'll need to start your 
village. 

You'll want to build a town center right in the middle of the resources (see Figure 
9.6). Now, use your villagers to start crranking out some houses (you'll already be over 
the population limit for the town once you construct the center). Build all the houses 
near the east border of the map to have them out of the way. 
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Now build a mill and some farms (five to six will work just fine). Next, build a 
stable, barracks, blacksmith, and archery range. 

Your next task is to get to Castle Age as fast as possible. While you are gathering 
the food you need to make the leap, have a few villagers build palisade walls to the 
north, west, and east to protect your settlement (you don’t have the time or need for 
stone walls). 


Figure 9.6: 
Äs soon as you start 
building your town center, 


scout and get a 


select your 
bearing on the three most 
vulnerable British castles. 


Iistorical Dotes 


After Orleans, Joan quickly became a hero to the downtrodden French peasants. 
Her victory at Orleans was such an upset that she was able to follow it up with 

several more victories, liberating all of the castles along the Loire River valley. The 

English were still caught somewhat unawares, and had little time to plan a suitable 
defense strategy. Joan was new to warfare and had no idea that armies did not 

regularly move and attack as quickly as hers did. The career of Sir John Fastolf is 

interesting and comical to follow; it is said that Shakespeare based the 
character Falstaff in Henry IV on Fastolf. 
— Greg Street 


There are multiple paths through this scenario, but one thing is certain: whenever 
you destroy the first British castle, Fastolf's army (swordsmen, rams, and a LOT of 
knights) will attack you. 
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With that in mind, a solid tactic is to prepare a force to assault the eastern-most | 
British castle, but keep it within your walls. You should have four to six rams plus at | 
least a half dozen knights to protect them. Leave this force alone for the moment. | 

lf you can spare the villagers, start cracking away at the stone pile to get enough | 
stones to build a castle. Once you hit Castle Age, build a siege workshop and a castle. | 
Position the castle either to the north or east (the largest entries to your camp), just 
inside the wall. This will offer great protection and quell most of the pesky raidsof the 
Brit and Burgundian troops. | 

Now settle in and build up a maximum | 
force of knights, crossbowmen, pikemen, and 
TS swordsmen, plus another eight rams. Position 
JL Keep Joan your crossbowmen to assist the castle in 
near the town center. You protecting your walls. 
can’t garrison her there, Once you have maxed out your forces (at 
AIDA RC Ee ed least fifty-five military units), it's time to get to 
her out of the fray — LBD work. Take your small strike force of knights 
if she falls in battle, he and rams (from three paragraphs above), and 
all ís lost. | head out to the eastern castle (you may need to 
Y" break down a section of your wall to do this — 
just have a villager replace it). 

Head right for the gate. Until the gate is 
down, don't get your knights too close (the volley of arrows from the archers and castle 
will chew them up). Instead, use the knights to keep Fastolf's knights from riding up 
and smashing your rams. 

Once the rams get through the gate, head for the castle.You should be able to take 
the castle down with the force that you have (remember, rams have some immunity to 
arrow fire). 

As soon as the castle falls, it's time to steel yourself for a major attack. Fastolf will 
send everything he's got. Your castle should chew up most of the force, and you can 
simply wait patiently until his knights break through a section of wall, then attack with 
your pikemen and knights (see Figure 9.7). 

As soon as you have destroyed his initial force (which includes Fastolf — you'll 
know you've killed him when you hear “1 die for England!” ), prepare two raiding parties 
consisting of four to six rams, six knights, and six swordsmen each (more is always 
better). Take one force straight north— there is another British castle there. Settle near 
the trees after you take out the British outpost. 


ZET On 
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Take another force to the west side of the map, to the third British castle (remember, 
there is a very heavily fortified castle to the extreme north. Don’t waste your time with 
this one). 


Figure 9.7: 
Fastolf’s swordsmen broke 
through the wall but were 

quickly dispatched by a 
force of fifteen knights. 
Now as the battle between 
the mounted warriors 
rages, a force of pikemen is 
en route to clean things up. 


Once you have your forces positioned, you can either attack simultaneously, or take 
down one castle at a ttme. Go through the gates and use your forces to protect the rams 
from enemies outside. Once you get inside, move your rams to the castle and your 
swordsmen to the base of the castle to avoid the castle arrows and protect the rams. 

You'll no doubt receive a few more pesky raids from Fastolf's forces as they train new 
knights, so keep the homefront protected and make any reinforcements as necessary. 

Once you've taken out the last two castles, victory will be yours! 


From the 
Designer 5 Clipboard 


At one point while working on the Al files for this scenario, l had a typo in the 
section that trained units. Fastolf then made nothing but rams, and did not stop 
making rams until he ran out of resources. l watched one playtest when suddenly 
Fastolf came over the hill with a force of forty rams—an irresistible wave of 

geometric solids. The player killed as many as he could with his Frankish 

cavalry, but there were just too many rams, and while some were dying, 
the rest leveled his town. 
— Greg Street 
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A. The Rising 


Objectives 


W Joan must survive. 

W _Travelwest to help reinforce the French town. 
W Destroy the town center of Rheims. 

W Destroy the town center of Chalon. 


W Destroy the town center of Troyes. 


Restrictions 
No bombard cannons or other gunpowder units. 


Forces 

Their Stance Your Stance 
British Guards Enemy Enemy 
Chalon en! Enemy kel A Î | Enemy En f 
Rheims n Enemy Re” == el 
Troyes Enemy Enemy | Ì 


Map Iighlights 

You'll begin on the east side of the map. A camp of British guards is near the center, and 
the French town you must reach is almost due west. A river cuts through the map from 
east to west, with two fords on the east and west sides. The fortified town of Rheims is 
to the far north. Chalon is at the northwest side of the map while Troyes is on the 
northeast. 


Battle Plans 


You begin with a small force on the eastern edge of the map. The French town is 
revealed to your west. Take your scouts along the road and head south when the road 
forks, and then turn west as soon as you see the guard tower. Have the rest of your 
party follow your scouts, after they have ensured a clear path (you want to avoid 
tangling with the British guards for now). 
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Nistorical 1otes 


Before Joan of Arc went to Chinon, the Dauphin of France considered exile or 
surrender. He certainly never thought that he would live to be crrowned King of 
France. Joan led the march to Rheims, where the Dauphin would be crowned, on a 

virtually bloodless crusade. The French populace was quick to rise up and the 
English quick to retreat whenever Joan and her army approached. In thís part of 

the war, morale was the most deadly weapon. 
— Greg Street 


Head northwest past the guard tower, and you will come upon the French town. As 
soon as you reach the town, you will be given your additional objectives of destroying 
the town centers. 

Your goal is to build up your military force as quickly as possible, so build a 
barracks, stable, archery range, and siege workshop. Take a few villagers to the 
northwest and build a palisade wall to block off easy crossing of the ford (see 
Figure 9.8). 


Figure 9.8: 
Á palisade wall will keep 
the Chal nf ces from 
making an early attack. 


You'll need food, but first exploit the berry bushes before you begin building farms. 
Gold, stone, and lumber are all ready for you to gather (you won't need any more stone 
than the 488 it will take to build a castle). 
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In this scenario, you need to be very 
| ) 0 t C aggressive offensively — don’t worry about 
Remember to _ losing units, just making them fast enough. 

keep Joan near the town ke You'll need a good cadre of knights and 

center and safe. She hasa % in, A | archers to protect the home front, but as 

bad habit of running off jd | f {soon as you've got your defenses covered, 
after raiding troops. / jj build up a goodly force of knights and a 

few rams. 

Break down a section of the northwest 
wall and take your knights and rams through 
(remember to build the wall back up again). Take your rams straight north, across the 
ford, and to the town center of Chalon. You'll be set upon by a horde of knights, but use 
your own horsemen to keep them busy until your rams destroy the center (see Figure 
9,9). You may not have many troops left, but you're on your way to victory. 


Figure 9.9: 


Now build up another sizable force of knights and rams. You'll also want to build a 
castle to the west side of town. You'll get continuous raids, but use your troops to lure 
the invaders within arrow range of the castle, and you'll cut them down easily. 

Once your force is ready, head east, then north along the river. When you reach the 
eastern ford, head your force north. A gate and a castle guard Troyes, but use your 
knights to lure some troops out of the gate and sneak your rams in while the gate is 
open (or just bash it in). Rush in with your knights as well, but keep them out of range 
of the castle —their only job ís to buy enough time and protection for the rams to do 
their job. 
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A nimble alternative to the ram strategy is to quickly sneak a horde of knights and 
swordsmen through the open gate (see Figure 9.10). While they have a hard time 
razing castles, they'll make quick work of a town center. 


Figure 9.10: 

While your rams may be a 
little too slow to sneak 
through an enemy gate in 
great nurtber, it's quite 
easy to sneak in an entire 
offensive force in just a few 
seconds. 


Once the Troyes center falls, you have only Rheims to liberate. This ís a far more 
difficult task, but the strategy remains the same. You'll probably want to save the game 
now to enable you to reload your scenario should your offensive tail. 

First off, you need to build up the best force possible. This should be made up of 
swordsmen, pikemen, knights, and rams. Gather as many of each as you can and head 
north through Chalon. The gate to Rheims lies to the east of Chalon, but you'll have 
guard towers, archers, knights, and two castles to contend with. Just remember your 
goal: get your rams to the town center. [he center is out of range of the castles and 
guard towers, so if you get your force there, you should be able to protect the rams for 
long enough to achieve victory. 

There are two ways to attack: through the gate or through the wall to the far east. 

If you attack the gate, take advantage of the openings that will occur when troops leave 
the fortified walls to move your rams and other forces in. Take your spearmen and 
swordsmen to the base of the nearest castle and start hacking away. Your goal is not 
to destroy the castle, but to occupy the knights. Use your knights to protect the rams 
(don't worry about the archers) as they work on the town center. 

lf you want to attack through the wall, head over to the eastern portion and use your 
rams to bash it in, or use a catapult or two to break it down from afar. 
| You'll lure out some troops, but your force should be more than a match for them. 
| Lake your troops in by the cathedral and attack the town center from the rear — the castle 
| 


shouldn't be an issue, but the ground forces will. 
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With some good on-the-fly decision making, you should be able to destroy the town | 
center and ready Rheims for the Dauphin. 


From the 
Designer s Clipboard 


This is a popular scenario because of the back-and-forth nature of fighting over the 
shallows. The enemy players also respond pretty well to your strategy. If you build 
boats, they will build boats too. If you totally wall off the shallows, they will try to 
transport over. The orange player ís particularly vicious and will build up on 
your side of the river if you let him. 
de — Greg Street 


SS The Siege of Paris 


Objectives 


W Joan must survive. 


W You must rescue at least six villagers trapped in Paris and escort them to the 
Chateau of Compiegne. 


W Rendezvous with the King's reinforcements in Paris, just south of the bridge. 


Bestrictions 
None (set-piece scenario —no player building allowed). 


Forces 

Their Stance Your Stance 
British Enemy | Enemy n 
Burgundy Ally Enemy f 
Compiègne Ally Ally 


King's men Ally Ally 
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Map Iighlights 

The main feature in the map is Paris, a massive fortified city near the center of the map. 
Á river cuts across the map from east to west, and the only bridge is within the city 
proper. The refugees are located on the west bank of the river, within Paris. The Chateau 
of Compiègne is on the northeast edge of the map. A huge Burgundian army is camped 
out in front of the fortifications there. 


Battle Plans 

This is clearly the most difficult mission in the campaign so far, and you will need to 
save the game often. Even with this walkthrough, you will have to experiment and try 
out different tactics. 


You begin at the southern 
corner of the map, with a sizable 
Tî force, but remember that since this 

ID Take your scout and use Sá is a set-piece mission, you can't 
him to rapidiy explore before you 45 build any new units. 
move your main forces into an mi You will be massively outnum- 

area of unknown danger. |  bered here, and you have a couple 
Y “ ways you can approach it: you can 
utterly destroy the Parisian forces 
(since there is no building, the 
enemy troops will not be replenished) or you can rely on speed and careful tactics to get 
you through the city. 

We will cover the more speedy approach here, but we'll also touch on the “brute 
force” method. First, leave Joan and a few escorts behind, at the very corner of the map. 
You'll have to get her later, but you don't want to worry about her falling in battle — 
you've got enough problems. 

Take your troops and head northwest, hugging the southern edge of the map as 
much as possible. You'll want to send your scout north, to check out the wall of Paris. 
You're looking for a gap between a few houses and away from any guard towers. 

A steady stream of British soldiers will harass you, but if you can keep your troops 
focused (and use your archers to hold off the attack), you'll do fine. 

Äs soon as you see the best place to breach the wall, send your bombard cannons to 
punch a hole in the wall (see Figure 9.11). As soon as you breach the wall, run your 
knights in and make your way northwest to the refugees, careful not to get too close to 
the water or the guard towers. 
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Tip If you want to try the brute force method, position your troops so 
that they can pick off the British soldiers as they round the monastery, just 
to the south of the city gates — but watch out for the monks! Wt'1Ì take some 
doing, but you just might be able to decimate nearly the entire British 
force in thís manner. Then you can just blast open the wall and advance 
(keeping an eye open for leftover siege weapons). 


Send your scout in to search for the bridge, and bring your bombard cannons and 
trebuchets in behind. There are two guard towers on the near side of the bridge, and one £ 
in the middle. Another awaits on the other side, but if you re fast enough, it won't 


through the fortified wall. _ | 


You've got to time this next part right (this is a good spot to save your game) | 
because its tricky. Take your bombard cannons and trebuchets and set them to work | 
taking out the three most dangerous towers. Meanwhile, use your knights to collect 
the hostages and group them all together. Now head for the bridge, but not along the 
waterfront. 

[he game will tell you to wait for reinforcements, but the King will only send a 
clubman and a single light cavalry horse. Don’t waste your time waiting. Head across 
the bridge with your knights and refugees and keep going northeast until you hit the 
cathedral. Remember, you've got to keep six refugees alive to win the mission. Once 
you reach the cathedral, turn southwest and head into a city square — you'll recruit a 


dors, 
TMR ruk 


er 
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rough and rag-tag force that is loyal to Joan. Set the force working on blasting through a 
north section of wall while you gather up Joan. You should be able to guide her through 
Paris to meet up with the new army with only a minimal amount of damage (see 
Figure 9.12). 


Figure 9.12: 

Get Joan through the city as 
fast as possible. If you've 
taken out the river towers, 
this shouldn't be too hard. 


Iistorical 1Dotes 


Once the Dauphin became King, Joan considered her mission complete. The King, 
however, had other plans. He was at once jealous of her popularity, and concerned 
about his own should she retire from the army. One suspects that when the King 
ordered the attack on Paris, he suspected and hoped that Joan would not return. 
Though Joan survived Paris — barely — she was captured outside of the 
Chateau of Compiegne, when the garrison of that fort mistakenly closed 
the gate before Joan was safely inside the chateau. 

— Greg Street 


Once you breach the northern wall, head north to the dirt road and start to make 
your way southeast. Stop before you head through the narrow gap in the trees. Take 
Joan and the refugees and make them a single group, and head down the road to the 
southeast. You'll want to keep moving to the east. You'll discover the massive 
Burgundian army (don’t even try to take the army on). Simply push on through, even 
though they will start attacking the chateau. Your goal is to get your six refugees and 
Joan into the square courtyard (see Figure 9.13). You can't escape being captured, but 
you will have won the scenario. 
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Figure 9.13: 


enemy forces are waiting 
for her arrival. 


From the 
Designers Clipboard 


At one point, a change to the tactical Al caused the red player (Paris) to become 
really good at defending his city. When you first attacked, he would send every 
unit on the map to defend, overwhelming the player. Of course, if you did survive 
that onslaught, there was nothing left in the rest of the scenario! For some reason, 
alot of players get caught in the maze mentality of navigating the city and forget 
that they can knock down walls and cut across the field or forest. 
— Greg Street 


A Perfect Martur 


Objectives 


VW _Thetradecart carrying the French flag must survive. 
W_Plantthe French flag on the hill at Castillon. 
W Rendezvous with the French artillery. 


W Rendezvous with the French army. 
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Bestrictions 


None 
Forces 

Their Stance Your Stance 
British Enemy Enemy 
Burgundy | Enemy EO Enemy 
Shrewsbury OO _Enemy OO | Enemy 


Map Mighlights 

You will begin on the northeast side of the map. To the east is the French army. To the 
far north is the fortified position of Shrewsbury. The British fortification at Castillion is to 
the southwest. The center of the map is occupied by a large but poorly fortitied 
Burgundian town. 


Battle Plans 


This scenario forces you to think on your feet for quite a while. You are tasked with a 
daunting quest: place the French flag in the middle of a highly fortified British military 
compound. 

Begin by heading Josselyned southeast, along the edge of the map. Soon, you'll 
come across the French army, which will then fall under your control. Next, head over 
the ford just to the southwest, and you'll hook up with the French artillery. 

Just to the west is the Burgundian fortification. Your first task is to wipe them out 
and take over their territory. Use the bombard cannons egainst the wall to open it up, 
and then begin working on the guard towers (see Figure 9.14). As soon as you attack, 
the Burgundian forces will stream out. You have forces enough to quell them, but be 
| sure to protect your cannons. lf possible, catch them in a pinch at the gate and cut them 
down there. 

Once you gain the advantage, move your cannons in closer, taking out all of the 
towers and the castle as well. Soon, you'll be able to storm the fortification and claim it 
as your own. 

Äs soon as you capture your position, youre going to have to start thinking defen- 
sively. You've got to set up a thriving village, and while you've got plenty of raw 
materials, you aren‘t in a very strong position. 
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Figure 9.14: 
The bombard cannons can 


them out of harm’s way. 


Iistorical 1otes 


The puppet court that was tasked with finding Joan guilty of heresy could not trip 
her up with words or lawyerly questions. In the end, they were forced to 
pronounce her death sentence simply because she would not deny that she had 
heard the voices of saints speaking to her. Even as they put her to death, the 
English suspected that they martyred a saint herself. The events that transpired at 
Castillion happened many years after Joan's death. However, the French had won 
virtually every battle since the moment Joan took command of the army, and 
Castillion was one of the last battles before the English abandoned their holdings 
in France, thus ending the Hundred Years War. 

— Greg Street 


Begin by covering the Burgundy gates with palisade walls (also fix any holes you 
punched in the walls). Next, wall up the western side of tae encampment, between the 
trees (see Figure 9.15). This will provide you with a starting defensive position. 

[he next phase of the scenario is very challenging because you'll have to deal with 
constant harassment raids from the Burgundian troops as well as the Shrewsbury 
forces. Build a guard tower or two right away, and set up your trebuchets in defensive 
positions inside your walls. 
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Figure 9.15: 

Wall off the western side of 
your village This face will 
receive the brunt of 
enemy attacks. 


Now, hopefully, you ve got a strong 

enough position to begin building. Your goal 
| )0 LC If you're not is to get to the Imperial Age quickly, but also 
| careful, the Burgundians will to build up a powerful offensive force. After 
| put a barracks right outside you construct the town center, set some 

of your line of site for a > villagers to building enough housing for your 

nonstop source of small ed” Í maximum population (seventy-five). 
| raids. Make a habit of ) ĳ, yi In addition to your usual offensive struc- 
checking your perimeter. | ) tures, construct a university so that you can 
| B , research chemistry and be ready to build 
bombard cannons as soon as you can. 

There really isn't any trick to surviving 
| and growing other than good tactical and economic sense. Get a force of thirty villagers 
cranking out resources as soon as you can. Protect yourself first, but always keep the 
primary goal in mind: getting that cart over to that hill. 

What you won't see is the fact that you will face fortifications like you never had to 
deal with before. You need to work quickly, intelligently, and be able to reinforce your 
troops as quickly as possible. 

[he British and the Burgundian forces have quite an infrastructure already in place, 
and there's no easy way to cripple it. That means you'll probably be outproduced from 
moment one and you can't possibly win a war of attrition. You'll also have to put up 
with more longbowmen than you thought possible. What you'll need to do is plan 
careful, effective raids to clear a path for a mad dash to the hill. 
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Ä combination of knights, two-handed swordsmen, crossbowmen, and a few 
bombard cannons make a good strike force. Make your first goal a trek to the south to 
take out the twin British towers just on the other side of the ford. 

Past the towers are a number of bombard towers (see Figure 9.16). Fortunately, 
their range is less than that of your bombard cannons—vyou'll just have to protect your 
cannons while they do their work (not always an easy task). 


Figure 9.16: 
You'll face a few bombard 


towers as you work your 
way to th in fortifi- 
cation wa >tect your 


bombard cann on and keep 
everyone out of range of 
the towers. 


Once vou cross the river, head northwest along the bank, then cut west, and then 
southwest to get to a section of wall that should be manageable to breach (you may 
want to sacrifice a scout to get this information). Try to get to the wall and destroy a 
section of it (they wont fix it), before your party is decimated. 

Once you've done that, you can take one of two approaches: slow or crazy. The 
slow approach utilizes a series of raids (while your villagers are stockpiling back home), 
to knock out more and more British defenses within their walls on the way to the hill 
(there are twin bombard towers on either side of the flag goal). Once you have knocked 
out enough, you can escort the trade cart with a moderate force to the small hill. 

The crazy approach is taking a large force, sticking your cart in the center, and 
simply making a mad dash for the courtyard in the hopes that the cart will make it. 
Don't stop to fight or smell the roses, just push on through (save your game first before 
you try this). 

Either way, you'll simply have to work at getting your cart there to the courtyard, 
and once you do, you will have vindicated Joan's vision and liberated France once and 
for all (see Figure 9.17). 
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| 


Figure 9.17: 

No matter what your 
approach, you'll still have 
to protect your cart as you 
make your way to the hill. 

Here, both bombard 

towers have been 
destroyed using the 
slow tactic. 


From the 
Designer s Clipboard 


This scenario plays in three parts. First, the player must defeat Burgundy and 
establish a base. Second, he or she must thwart the invasions of Shrewsbury and 
surviving Burgundians until the player has a sizable army. Third, the invasion 
of Castillion proper can begin. Most players fail to notice that Burgundy builds 
back up to the south after losing his first town center — 
after all, he never resigned, did he? 

— Greg Street 


aladin, born in 1 138 under the Arab name of Salan 


ad-Din Yusuf, joined the forces of Syria and began his lifelong 


___battleagainst the Christian Crusades at the tender age of 


fourteen. At the age of thirty-one, he was made commander 
oftheentíire Syrian army and repelled another Crusader 


onslaught. 


In 1187, leading a massive force of united Muslim armies, he 
recaptured the holy city of Jerusalem and ignited the flame 
that grew into the Third Crusade. 


Before facing the European forces, the Saracens fought ina 
regal, formalized style, making pageantry as much a partof 
battle as bloodletting. To beat back the Crusaders, however, 
Saladin’s army had to become more 
determined and steeled for the 
hard fighting. They fueled 
themselves with the 

passion of Jihad — 
holy war against 
the infidels. 


mn Ede — 


met 
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In Arabian night 


Objectives 


W_ Defeat the Franks west of Cairo. 
W_ (the above objective changes to) Get your soldiers near the mosque in Cairo. 


W _Defeatthe Franks east of Cairo by destroying their town center. 


Restrictions 
None (set piece scenario). 


Forces 
Their Stance Your Stance 
East Franks Enemy Enemy 
Egyptian Ally Ally 
West Franks Enemy Enemy Ì 


Map hightlights 

Your forces begin the scenario near the far north of the map, to the west of the Nile. The 
entire west side of the map is dotted with West Frankish forces, with their largest force 
in an encampment near the middle of the southwest edge of the map. A bridge crosses 
the Nile to the south, and the walled city of Cairo hugs the southeastern bank of the 
river. The East Frankish forces are encamped due east of Cairo surrounded by guard 
towers. 


Battle Plans 


Before you can begin any planning, a small force of Franks attacks your army from the 
south. The battle will only last a few seconds. After the dust settles, arrange your forces 
into useful groups (put your light cavalry in their own group to keep them fast and 
mobile). 

Begin moving your force south along the edge of the map — avoid entanglements to 
keep your army as strong as possible. When you reach the western corner of the map, 
turn and hug the map edge, advancing to the southeast. Curve around a stand of trees 
and an oasis, and soon you'll be in position to tackle the primary West Frankish forces. 
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historical Dotes 


Although a Crusades topic for a campaign seemed so obvious, it wasn’t until later 
that several of us realized that presenting the epic from the Saracen point of view 
was even cooler. To drive home the point that the Saracens really weren’t the 
aggressors in the conflict (and certainly have little in common with most 
Westerners’ perceptions of terrorist lunatics), we adopted the narrative style of 
having Saladin depicted through Western eyes. Saladin is very human, while 

Joan seems almost like a fairy tale and Barbarossa is larger than life. Saladin 

had moments of greatness and personal failure like most real people. 

Interestingly, he is also the only central figure in the campaigns who 
doesn't die before the sixth scenario! 

— Greg Street 


The best tactic here is an initial barrage with your heavy scorpions, and then a 
charge with your light cavalry and camels (see Figure 10.1). After the initial charge, pull 
back and allow their force to thin out in pursuit. Then begin attacking and overwhelming 
individual enemy units. In a few moments, the enemy force will be destroyed. 


Figure 10.1: 


decimate the main West 
Frankish force. 


Cross the bridge now and take out the remaining forces. You will capture a Frankish 
cannon galleon when you reach the small island. At this point, the Egyptians will be 
questioning your motives to such a degree that they will change their stance from Ally to 
Enemy. 
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Your advisor will inform you that the 
' Egyptians are a cowardly people and all you need 
Tip lf you order do is position your troops near the mosque (at 
your forces to destroy the the north edge of town), and they will surrender. 
blacksmith’s shop on the Take the cannon galleon and use it to destroy 
island, you'll capture & ee boththe gate and the guard tower to the east of 
some armor technology ber” your position (see Figure 10.2). With that task 
from the Franks. TP accomplished, storm the city with all of your 
IN forces. Head for the middle of the city (east of the 
ed guard towers and west of the castle) and make 
ä É your way north to the mosque. 


Figure 10.2: 
After you have destroyed 
the gate into Cairo, use the 


the nearby guard tower — 
this will ensure a safe entry 


into the city. 


Once you reach the mosque, the Egyptians will have another change of heart. lt 
seems that their real enemy is still the East Frankish encampment. They offer a siege 
ram, a force of camels, and a small unit of cavalry archers to aid in your attack. 

Gather your original forces and the Egyptian reinforcements inside the city gate on 
the east side of Cairo, near the castle. Arrange them in groups that will work best for 
you, but you'll probably want to keep the cavalry archers as a separate group, and also 
group all the camels together. 

The Frankish force, while not huge, is powerful. A full-scale attack will just cut your 
larger force to ribbons. To win, you must fight them on your terms —luring them to you. 

The Frankish force consists of crossbowmen, pikemen (very dangerous against a 
mounted force), knights, and a pair of onagers. They have also surrounded their 
encampment with guard towers. 
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Bring your heavy scorpions and your 
\ cavalry archers out, but keep them near the 

Í ) Û Lc Although wall. Follow them with your camel force and 
the Franks and the Egyptians light cavalry. 
are enemies, the Egyptian Begin your attack with a barrage from 
castle won’t fire on the - your heavy scorpions against the pikemen and 
Franks, even if you lure ee ed < CTOSSbowmen. Ás soon as the Franks charge, 
them ín close. k Big, retreat to spread out their force and charge 
with your light cavalry to take out their 
onagers (see Figure 10.3). 


Erom the 
Designer s Clipboard 


1 spent alot of time making the city of Cairo historically accurate — some of the 
other designers thought l was crazy. Many players don’t realize that they can 
improve their horse armor by destroying the blacksmith on the bridge island. l use 
a trick with triggers in this scenario that l use in several others: l start creating 
camels and have them run into the city, and then turn off the camel-creation 
trigger a bit later. This creates a lot of camels without requiring many, many 
different triggers to place them. l have often wondered if you would get more 
camels when playing on a faster computer or at a faster game speed. 

— Greg Street 


Now, use your cavalry archers and men-at-arms to chew up the pikemen and cross- 
bowmen. When you have outnumbered them, attack with the full Arab fury of your 
camels. You should drench the sand in Frankish blood quickly. Once their force is 
decimated, either use your camels or the ram to take out the town center and fulfill 
your objective. 
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Figure 10.3: 
Spread out the Frankish 
force by retreating. You 

might also wikt to take out 
the first guard tower with 
the Egyptian ram. 


Lord of Arabia 


Objectives 

W Defeat Reynald's pirates. 

W Defeat Reynald's raiders. 

\ _Donotallow your allies of Agaba and Medina to be defeated. 
Restrictions 


Can't advance to lmperial Age. 


Fortes 
Their Stance Your Stance 
Aqaba Ally Ally 
Medina | gp Ally Ally 
| Reynald bandits | Enemy Enemy 
{ Reynald pirates _ Enemy Enemy 
Í Reynald raiders | Enemy Enemy 
| 
| 
| f “r 
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Map highlights 

Your small encampment is just east of the center of the map. The fortified, but nearly 
defenseless, Aqaba is near the northwest corner of the map. Unfortified Medina lies to 
the far east. The fortified camp of the Reynald raiders is just to the east of Agaba. The 
dangerous Reynald pirates occupy the landmass at the southwest of the map, across 
the water. Reynald bandit camps (none very powerful) are dotted along the west side 
of the map. 


Iistorical 1otes 


Reynald de Chatillon was such a jerk that l wanted to work him in as a major 
viltain. Reynald was of a prominent Frankish family, but as a younger son, he had 
little money. He went on the Crusades to get rich, which he accomplished mostly 
_ by marrying rich-women. He ravaged Crusader and Arab cities alike, 
but the final straw was placed when Reynald attacked trade caravans 
ne to the holy city of Mecca. 
— Greg Street 


Battle Plans 


When thís scenario begins, you will see a trade cart from Agaba fall under attack from 
Reynald’s bandits. This hints at your first priority: Protect the trade route between 
Agaba and Medina. 

Begin by moving all of your villagers to the berry bushes near your town center. 
Then set up a queue to create another handful of villagers and set their gathering 
point as the trees near the lumber camp to the north. This will buy you a few moments 
of time. 

Take your small force of camels and light cavalry and head north. Split your force in 
two (a mixture of forces in each). Click the guard icon and click on a trade cart to assign 
one force to that cart. Do that with the next cart you can find —this provides some 
minimal protection at least from Reynald'’s forces (see Figure 10.4). As long as you 
keep the trade routes open, Medina and Agaba pay you a modest tribute (“for the war 
effort”) from time to time. 


| 
| 
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Figure 10.4: 

Use your starting force to 
protect the trade carts 
between Aqaba and 
Medina. 


Now head back to your village and begin building up. First, build a stable and a 
dock to the south. Train two scouts and send one north to explore the raider's fortifi- 
cation near Aqaba. Build a transport and take your other scout aboard. Sail to the south 
edge of the map, then head northwest, following the edge of the map and the coastline 
until your ship comes under attack. As soon as it does, dismount your scout (on the 
southern-most bank) and check out the pirates’ encampment before the scout gets 
killed. 

Your task is to eliminate both the pirates to the south and the raiders to the north 
(you really won't have to worry about the bandits). That's going to require some major 
destruction on your part, and that means a large military force —so get building. 

Build an archery range, blacksmith, and barracks. Don't forget to crank out suffi- 
cient houses, as well. Advance to the Castle Age as quickly as possible, which means 
you've got to accumulate 800 food. While you'll notice all the deer to the north of your 
camp, you really need to get farming in order to quickly build up your food stores. Build 
a mill and at least six farms to get the needed production. Once you Te in the Castle Age, 
build a siege workshop immediately. 

The raiders to the north are the easiest target and probably should be your first 
choice, but you'll have to protect the home front first. To do this, build up a force of 
knights, crossbowmen, and pikemen. Separate them into two or three forces of about 
six units each, and post them along the western perimeter. The pirates will launch 
continual nuisance attacks made up mostly of knights, so your force should repel 
them easily. 
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Build up a raiding force of knights, 

- camels, crossbowmen, and a few rams and 
Tip To prepare mangonels. A force of twenty to twenty-five 
for your second offensive: units should do the trick. Gather and group 
Research the galleon, R your force and begin the trek north. If vou 
then begin to build a MB scouted well, you'll notice two gates into the 
fleet of at least three Me raiders compound —the southeastern gate 
transports and | is the least protected. Use your rams to 

five galleons. | j“ breach the gate. 


Äs soon as you breach the gate, set 
your rams to work on the guard tower 
and use your forces to repel the raiders 
(see Figure 10.5). Now set your sights 
on the military buildings and the town 
center. Once you wipe out the town 
center, your job may or may not be done, 
depending on how long it took you to 
attack. If the raiders don't resign, look 
northwest to see if they have built 
another town center and any additional 
military buildings (outside of their fortifi- 
cation). lf they have, you’ll need to raze 
them to force the surrender. 

You'll probably have to repel a few raids from the pirates during your attack on the 
raiders. Now it's time to focus on the powerful force to your southwest. To lessen the 
nuisance raids, send out some galleons, hunt down their transport ships (to the far west \ 
of the map), and destroy them. 

Build up a torce consisting of knights, many crossbowmen, a few rams, and a few 
mangonels. Load this force into your transports and prepare for the attack. Group your « 
galleons together and keep them to the front, protecting your transports. ( 

Head northeast, to the small promontory of land —the pirates have a small base 
here that can easily be dispatched. Use your rams to take out the guard tower and raze 
the other buildings. Once finished, load back up (and send in reinforcements if you need * 


them), and get ready for the primary attack. 
j 


Tip While your rams 


are smashing down the gate, 
use vour mounted forces to 
protect them from the raiders 


approaching from the 
northwest and your 
crossbowmen to snipe 
at the archers on the 
other side of the gate. 
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Figure 10.5: 

With the raiders’ gate 
breached, send your force 
in to attack military targets 
and order your siege 
weapons to take out the 
guard tower, 


Head your force nearly straight south and unload at the southeast side of their 
| encampment. Now, your task is to carefully and mechanically “clear cut” your way to 
_ the northwest. You'll probably need to send in at least one round of reinforcements, and 
| don't forget to have your galleons keep your troops company along the shoreline. 


From the 
| Designers Clipboard 


„ This scenario oscillated between easy and difficult as the Al code that controlled 
…transporting changed. Early on, the pirates would never transport and would sit in 
_ their city until you came calling. Later, the pirates would continually send trans- 
ports into your cities and your allies’ cities. 1 really wanted to have a scenario with 
some naval interaction since, just by virtue of the campaign topics we chose, there 
were few oceanic engagements. 
— Greg Street 


After you cut through a number of buildings (remember to take out those docks!) 
| raze the town center. Finally, head northwest and perform a full strike on the pirate 


castle with your rams (you may need to bring in a boatload of fresh trams for the job; 
see Figure 10.6). 


mennen 
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Figure 10.6: 
Ä trio of new rams was 
ferried in to finish off the 
heavily damaged pirate 
castle. 


Once you have destroyed 
Ti the castle, your job is nearly 
_ ID A bold player may begin the done. Hunt and destroy the 
raid with merely a force of rams and knights. few remaining military 
Load them on transports and head all the s buildings and send a small 
way northwest up the river to unload 5; force of knights across the 
near the castle. Once the castle falls, Zj 8 water to the northeast to see if 
the rest of the battle ís PAR they have begun building a 
comparatively easy. town center. Once you have 
Y“ destroyed the pirate base 
completely, they have no 
choice but to surrender. 


The Moens of Mattin 


Objectives 


W Capture the piece of the True Cross (a relic) and return it to the Horns of Hattin 
(marked by flags). | 


an 


Restrictions | 
No wall, towers, castles, or warships can be built. 


Chapter vo 


Saladin 
Forces 
Their Stance Your Stance 
British Ally Ally 
Hospitallers Enemy zin Enemy 
Jerusalem Enemy Lal Enemy 
Knights Templar Enemy 1 Enemy 


Map Dighlights 


You begin this scenario with two semi-fortified positions (and two town centers), 

one to the north of the map and one at the southeastern edge of the map. The British 
encampment is just west of Lake Tiberias (which ís in the eastern corner of the map). 
The forces of Jerusalem are encamped to the far south. The Knights Templar forces are 
to the southwest of your northern outpost, and the far west of the map is occupied by 
the Hospitallers, Their camp, in the western corner, is a fortified hill where the prized 
relic is located. 


Mistorical 1)otes 


Saladin descended upon Hattin with at least thirty thousand men. He boasted to 
the Caliph that the dust from so many feet darkened the sun when the army 
moved. The Crusaders sought to surprise Saladin’s army out in the desert, but it 


wasn t until they were hundreds of miles from friendly civilization that they 
realized Saladin already controlled the only water at Hattin. Nearly the entire 
Crusader army that was supposed to be defending Jerusalem was killed 
or captured at the Horns of Hattin, which allowed Saladin to then 
capture Jerusalem with little bloodshed. 
— Greg Street 


Battle Plans 


Prepare yourself for some mayhem in this scenario. Every other force in this scenario is 
out to destroy you, and the wide-open nature of this map means that attacks could 
come from anywhere. First, steel yourself to this fact: You can’t just waltz in and steal 
the relic until you have sufficiently neutralized the enemy forces. 
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Erom the 
Designer s Clipboard 


Ä lot of people have trouble with this scenario because they are so dependent on 
making castles and towers. The trick is just to repel incoming attackers until you 
have a good army, then make a strike right for the relic. When the wicked Reynald 
attacks, you are almost certain to lose your southern town. If he chooses to come 
north, your initial pikemen should be enough to hold him off. There should be 
enough gold left to the east to tide you over until you can reclaim the south. 
— Greg Street 


As soon as the scenario begins, you'll discover that you have nearly all of the 
military structures and all of the houses that you'll need. Your first order of business is 
to get to the Castle Age (you'll need to build a monastery to get a monk to retrieve the 
relic). That requires food, so make this your first priority. 

Gather up the nearby sheep and start slaughtering them while you build up a force 
of about twenty villagers. Make about ten farms around the mill and set the rest to 
logging near the lumber camp. Make a few cavalry archers to patrol the walls before 
you advance to the Castle Age (see Figure 10.7). 

You will also need gold. [rain a few villagers down south and get them to working 
on your gold vein. Also, take a few villagers up north and cross the ford to the east to the 
secure gold vein there. Set up a mining camp and get them to work on the gold. 


Figure 10.7: 
Jerusalem forces will attack 
early, so position your 


existing cavalry archers 


near the wall to protect 
your southern base. 
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If you havent already, advance to the Castle Age. Then, build a siege workshop and 
monastery (and train a few monks). From here on out, it's pure war. You'll be amazed 
at how many units you'll lose —just be sure to keep your resources flowing so that you 
can keep replenishing your forces. 

Ä good first target is the British encampment (if you leave them alone, they'll send 
hordes of crossbowmen at you continuously). Build up a good force of thirty or so 
knights, crrossbowmen, and long swordsmen, along with a few battering rams, and 
launch a full-scale attack to take them out of the game. 

Your first targets are the military structures, then the town center. Use your rams to 
take out the structures, protected by your crossbows, Use your knights and long 
swordsmen to take out the British ground forces. lf you coordinate your attack, you 
should be able to knock them out of the game without too much trouble. With the 
British out of the way, your eastern flank will be secure. 

Next, turn your war 
machine on the Jerusalem 

. forces to the southwest of your 
Tip Build up a force of roughly southern base. Build up your 

fifteen troops in the south as well so that you force at that base (if it still 

can attack from two fronts simultaneously, ** exists), and prepare to battle 

but be aware that a force of cavaliers will ES Ea with a significant force of 
| attack the southern base about nine Tl enemy cavaliers. Bring on 
minutes into the scenario, so you may j WB pikemen, cavalry archers, and 

just have to abandon ít after that. ER. knights as your prime force. 

__ You might want to begin the 
attack with a few strikes from 
_a scorpion or two. As soon as you gain the upper hand, L brie in some rams to raze their 
military structures, then their town center. You'll lose a lot of forces, but you should be able 
to secure your southern front. 


Finally, assemble a 
large force to protect your 
northern encampment, 


(Carin u Atways be sure to and then build up to full 


hd dente dn dd ed hen je, military strength (vou 
down enemy raids. | Ee may want to simply 

abandon the southern 

| base for now and kill off 

any villagers you have down there). ldeally, you'll want three forces of approximately fifteen 

troops each: a defensive force, a diverstonary force, and a force to break through to the relic. 
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Hospitaller camp. You'll want a lot of knights, cavalry archers, a monk, and at least a 
pair of rams for this force. With that force in position, break out of your wall and attack 
to the south with a good mixed force — you ll want to keep the battle just south of your 
walls, and set up gather points to resupply your military units. 

While you Te diverting them, attack with your relic force, punching through both 
palisade walls. Rush the monks with your knights and cut them down (see Figure 
10.8). Now use your knights and cavalry archers to protect your monk as he rushes in 
(at least, as fast as a monk can rush) and scoops up the relic. Protect him as best you 
can on the way back to your camp. 


Advance your relic force along the western edge of the map until you see the 


Figure 10.8: 

With the walls smashed 
down, the Hospitaller 
monk will make a rush for 
the monastery. Cut him 
down and then escort one 
of your own holy men to 
scoop up the prize. 


Tip There is a way to “cheat” in this scenario. Early on, builda _ 
palisade wall “corridor” along the west edge of the map (using the trees, … 
too). Once you hit Castle Age, get knights and rams down the corridor <> 


to the relic. Bash through the wall, kill the monks, and get your own 
monk to retrieve the relic. You should be able to pull thís approach 
off ín fifteen to seventeen minutes if you're fast enough. 


Odds are, the monk will fall, but you should be able to protect the relic until you can 
get another force down there with a few more monks. Switch your view back and forth 
between both fronts. lt is likely that you’ll be chewed up pretty bad on the diversionary 
front—just keep throwing in troops to buy yourself enough time for a monk to get the 
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relic back to the tent between the Horns of Hattin. When the relic is secured, the spirit of 
the Crusaders will be broken, and the day will belong to Saladin. 


The Siege of (erusalem 


Objectines 
W_ Destroy thefive towers defending Jerusalem so Saladin can occupy the city. 


WE _Donotallow any Jerusalem monastery or the Dome on the Rock to be destroyed. 


Restrictions 
None (full Saracen tech tree). 


Forces 

Their Stance Your Stance 
Hospitallers Enemy Enemy 
Jerusalem Enemy Enemy 
Knights Templar Enemy Enemy 


Map highlights 

Your forces begin in an encampment near the north edge of the map. Jerusalem is a 
large, heavily fortified city at the center of the map, with farming and logging operations 
in the southwest. The Hospitaller encampment is to the west of the map. The Knights 
Templar hold the southeast of the map. 


Battle Plans 


You will have to act quickly in this scenario. With good planning and a very powerful 
military presence, you should be able to capture Jerusalem easily. The only major 
obstacles in your way are the twin forces of the Hospitallers and the Knights Templar. 
To focus on your task, you will need to dismantle their military first. 

Of course, looking over your force, you can see that you have quite a bit of building 
to do. Get into the Imperial Age as fast as possible. To get there fortify your position 
heavily. Send a scout out to explore your immediate area —in addition to discovering 
some sheep, you'll find some nice cliffs that can be a natural defense. To the east, at the 
edge of the map, is a large deposit of gold (there is also one near your camp‚ but it wont 
be enough). 
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Iistorical 1Dotes 


The feudal systems of the Middle East and Europe during the Crusades were 
remarkably similar: nobles owned the land and were responsible for providing 
soldiers when the country's ruler required them. During Saladin’s reign, however, 
he was up against professional soldiers, the Orders of the Knights Templar and 
Hospitaller. While the European knights had nothing to do but wage warfare, 
Saladin knew that he had to get his soldiers back to their land for the next growing 
season. Several of Saladins strategic decisions can be traced back to this urgent 
need to get matters resolved as quickly as possible. 

| í — Greg Street 


Begin by building a town center, but you'll also notice that you start with quite a bit 
of stone —more than enough to build a castle. Set some of your villagers building a 
castle immediately just southeast of your starting position, up on the cliff corner. 

With a castle and a town center built, you can start to grow. First, set a few villagers 
building a lot of houses, and then build an archery range and a mill. Herd the sheep 
you've found in close and slaughter them. Train some villagers and set them to logging 
and mining gold. 

While this is under way, have a villager build a preliminary palisade wall to fortify 
your position (use your castle as well as the cliffs as part of the fortification). lmmmedi- 
ately train some archers to hang back and harass any attackers. 

With defenses and infrastructure in place, it's time to build the remaining structures 
and systems: blacksmith, barracks, stable (remember that you can build mamelukes 
from your castle), and siege workshop. As the sheep supply winds down, have those 
villagers build farms near the mill. Send off a few villagers with an escort to find the far 
gold vein to the east. Build a mining camp and a palisade wall to protect the workers 
and set them to gathering the gold. 

By now, you Te ready to begin crafting an attack force (you've probably already 
faced quite a number of nuisance attacks from Jerusalem). Attack the Hospitallers first, 
since they are a little tougher than the Knights Templar. The Hospitallers don’t use many 
mounted forces, so build up a strike army of many crossbowmen and a good number of 
mamelukes (to take care of what cavalry they do employ). Include some scorpions and 
battering rams in your force, as well. 

Leave behind a smoothly running town guarded by plenty of defensive forces (you 
have built the maximum number of housing units, haven’t you?) as you launch your 
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attack. lf you have moved quickly, you will be able to jump into lmperíial Age about 
fifteen minutes into the scenario, as you are in the midst of your attack on the 
Hospitallers. 

Head wide around Jerusalem to the west and make your way south. You'll meet 
quite a force, but use your crossbowmen on their tough ground forces and your 
mamelukes on their cavalry. Get to a position from which you can start battering down 
buildings. Keep their force spread out by quick retreat-then-charge maneuvers, and keep 
their attention away from the siege weapons attacking their military structures (see 
Figure 10.9). Save the town center for last. lf you managed your troops well and 
entered the battle with the superior force, you will have crippled them enough to make 
them a nonfactor. Return your remaining forces back to your camp. 


Figure 10.9: 
Get your forces to the siege 
workshop fi odds are, 


you'll find a nasty nest of 
scorpions there. 


| Your next assault is against the Knights Templar. Research all possible troop 

| upgrades, as well as all technologies at the blacksmith —you want your troops as strong 
as possible. Leave wounded troops to defend the camp and build up another force, this 
time with far more mamelukes because you'll find much more cavalry in the Templar 
camp. Also include some onagers ín your attack force — they'll come in handy later. 

lf you have the stone, consider fortifying your walls, but only if you are worried 
about attacks from Jerusalem. lts rare that they'll attack you with siege weapons. 

If you've got the resources, build a pair of trebuchets and keep them back for your 
final assault. Now, bring your attack force around Jerusalem to the east and cut south, 
along the edge of the map. Follow the same tactics used against the Hospitallers — your 
first goal is to cripple their military. 
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Once you shut down the | 
Templar military threat, take your | 


Ï ) Û tc The Knights onagers to the southern corner of 
_ Jerusalem and take out the tower 


Templar are very tenacious— > 
they’ll start to rebuild the moment en Î there (see Figure 10.10). As | 
va ECO REE GP WI soon as the tower falls, get your 
so don’t strive for ultimate / remaining forces back to the north. 
destruction, just cripple them | You'll need a final force of cross- 
enough to buy some time. bowmen (or better vet, arbalests) 
and mamelukes, plus your 
trebuchets and onagers. 


Figure 10.10: 
Once you've crippled the 
Knights Temp! 
the southern= ost tower in 


ar, take out 


Jerusalem while you're in 
the neighborhood. 


Head straight south from your inítial position, and you'll see a tower. Set up a 
trebuchet and take it out (use your ground forces to hold back the Jerusalem cross- 
bowmen). Take another trebuchet a bit further southeast and take out the third tower. 
Use your onagers to destroy a section of the fortified wall between the towers, and then 
order them to fall back. Take a trebuchet up to the northwest corner of Jerusalem and 
take out the tower near the castle. 

Finally, take a small force and a trebuchet in to the center of town. There, you'll 
find the final target: a bombard tower near a monastery. Set up a trebuchet out of 
range of the tower and use your mamelukes to draw the tower’s fire away as you 
slowly destroy it (see Figure 10.11). Be careful not to let your forces go on a destructive 
Pm pers spree of Jerusalem. When the last tower falls, Jerusalem will see Saladin as a savior. 


Chapter 10 
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Figure 10.11: 

You can position your 
trebuchet just outside the 
bombard tower'’s range in 

the center of town. 


From the 
Designers Clipboard 


__ We changed-thís scenario a lot based on playtesting. At first, there were ten towers 
that had to be destroyed, but that took forever. Eventually we figured out that five 


was a good number — you couldn't just run in and treb the towers; you actually 
had to engage Jerusalem’s forces. We debated about including the Dome of the 
Rock, but 1 thought that the city would not be Jerusalem without it. [o satisfy my 
desire that we not encourage razing one of the most sacred sites on the planet, 
1 made you lose the scenario if the Dome is destroyed. 
— Greg Street 


“had: 


Objectioes 
W Defeat two ofthethree Crusader cities: Tiberias, Tyre, and Ascalon. 


| Restrictions 
| None (full Saracen tech tree). 
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Forces 
Their Stance Your Stance 
Äscalon Enemy Enemy 
Hebron Ally Ally 
Tiberias Enemy Enemy 
Tripoli Guards Enemy Enemy d 
Tyre Enemy Enemy 


Map Dighlights 

You begin with a fortified village in the center of the map, on the west bank of a large 

sea, Ascalon is at the far south of the map and is heavily fortified (and already in the 
lmperial Age). Tyre is to the northwest, set up as a highly fortified island city-state. The 
town of Tiberius is to the east, with three castles: one to the west of town, one just north £ 
and one to the far north. The Tripoli Guards are a small force to the east of your 
settlement. 


Battle Plans 


While you have the choice of attacking any two of the three cities, one of them must be 
Äscalon. [hey begin building a heavily fortified wonder almost immediately, and soon 
you'll see a countdown timer —once the timer drops to zero, you will be defeated. | 
This is an engaging scenario because you begin with a very solid position, but you 
will be subject to attack from both land and sea. You will also need to get to the Imperial 


Age as fast as possible to create the tools you will need to succeed. 


Iistorical 1Dotes 


Damascus was famous for its steel. In Europe, sword making had evolved away 
from flexible blades in order to gain the strensth needed to penetrate mail armor. 
In Damascus, where heat precluded heavy armor, swords were still made the old 
fashioned way — hammering, twisting, and folding iron until the molecules were 
aligned to form steel. Thus, heavy European swords were as bad at catching nimble 
Saracens as the light Saracen blades were at penetrating European armor. 
{Greg Street 
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Of the other two cities, Tiberias is probably the most realistic target, even consid- 
ering its three castles. While they will build up a significant force, you have many more 
attack avenues to eliminate them as a threat. Tyre is just too heavily fortified to tackle in 
time. That doesn't mean that you can ignore Tyre —on the contrary, you'll have to build 
a large defensive fleet to keep their ships from chewing up your position. 

Begin the scenario by building a fleet of fishing boats and sending them out to 
collect food. Just to the north side of your town ís a great place to set up a lumber and 
mining camps to begin collecting your other primary resources. You'll want to immedi- 
ately build up a small force of archers and camels and send them out to protect your 
workers from the Tripoli Guards raid (see Figure 10.12). 


your city. 


You have enough houses for a population of sixty-five, so don't worry about 
housing just vet. Instead, research the war galley and build up a small navy to protect 
yourself from [yre. [rain enough villagers to get your resources flowing, and build a 
university. Research ballistics immediately. 

You'll notice that you have enough stone to build a castle right away. If you keep a 
strong navy, the best place for your castle is probably to the northeast of your walls, to 
protect your resource camps and to repel raids from [iberias. 

With your town up to full speed, concentrate on getting the resources you need to 
reach the lmperial Age as fast as possible. While you are doing this, slowly build up a 
force of archers and mamelukes (who are especially effective against the Tiberian 
cavalry). 

As soon as you reach the lmperial Age, research chemistry at the university and the 
galleon and cannon galleon at your docks. You'll also want to continue researching 
upgrades at the blacksmith and your various military buildings. 
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Once you have enough 

- Bigs resources, build a second navy of 
dUMNG You'll have rd galleons and cannon galleons and | 
to keep “restocking” your defensive AR head down south. Your goal is to 
navy, since Tyre will continually | E: | take out the primary defenses of 

send out raidsagainstyourcity. Ascalon, including the towers. 

While you are doing this, build 
up a solid ground force (arbalests 
and heavy camels work very well here), accompanied by a trio (at least) of trebuchets. 
Take this force out of your gates and make your way east, to begin work on the Tiberian 
fortifications gam me [KO 


Figure 10.13: 
Á solid ro force, along 


need to tackle the three 
Tiberian castles. 


10 (e Once you begin your assault on Tiberias, you will receive a 
word that the city will change its stance towards you if you pay a tribute 
of 1,000 gold, and then another 1,000 after that. If you’ve already ', 
done significant damage, it may not be worth it (but play the scenario 

once when you do pay the tribute and attack Tyre instead). 
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Begin with the castle to the northeast of the city (send a scout out first to check out 
the lay of the land), then head to the southwestern wall to take out the castle there. Use 
your ground forces to repel their ground attacks and use your trebuchets to take down 
the structures. Work your way into the fortified town and use the trebuchets to destroy 
the town center and any other military buildings and towers. 

Once you destroy the military force, don’t waste your time razing the whole village 
(you can mop up later). Instead, send some reinforcements to meet your troops and 
make your way north to take out the castle and the guard tower up there. 

With the Tiberian forces no longer a threat, build up another attack force, but this 
time include as many trebuchets as you can, along with heavy camels, mamelukes, 
and arbalests. Fill four transport ships to the brim and send your force down south. 

Remember to keep your defensive navy strong against [yre, and send down any 
necessary reinforcing galleons or cannon galleons to aid in the assault on Ascalon. 

Hopefully, your initial 
strike force took out the 
Tí REN Ascalon navy, dock, and the 

D. D Use your trebuchets together EG first few towers, giving you 
to attack a single target — they’ll smash EE some breathing room to land 
through structures with amazing speed be | your forces. Dock your trans- 


ES 


if you use a grouped attack. „ ports on the beach just north 
of the city and unload them 
quickly. Move the trebuchets 
in range of the gate (if it's not destroyed al and punch a hole into the city proper. 

The Ascalon forces feature powerful cavaliers and onagers, but if you have enough 
of a ground force, you should be able to dissipate them quickly. As soon as you can, 
move in your trebuchets and destroy the wonder (see Figure 10.14). 

With the wonder destroyed, turn your attention on destroying all military buildings, 
forces, and villagers (don’t forget those “hiding” behind the wonder). When the 
Ascalon units are eliminated, the city will resign. 

Now you can take your remaining ground forces (no need for the trebuchets any 
more) and head north to take out any remaining Tiberian villagers or wandering military 
units. Once Tiberias has been depopulated, the battle, as well as the Holy Land, will 
belong to Saladin. 
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Figure 10.14: 
| A half dozen trebuchets can 
Taze a Wonden: only a few 
seconds —important here 
since there are only five 
years left until defeat. 


Erom the 
Designer s Clipboard 


Tiberias (the dude making all the cavalry) will eventually join you if tributed 
enough. The scenario becomes a lot easier, since you essentially control the land. 
Ascalon has lmperial Age units, but he has no villagers except for those working on 
the wonder, and cannot replenish his losses. On easier difficulty settings, Tyre will 
only attack once, and then sit around idle unless you choose to invade him. 

— Greg Street 


The Lion and the Demon 


Objectives 


W Construct awonder and defend it. 


Bestrictions 
None (begin at Imperial Age). 


Chapter 10 


Saladin 

Forces 

Their Stance Your Stance 
Franks Enemy Enemy _ 
Genoese Enemy Enemy 
Jerusalem | L L Enemy Enemy 
Knights Templar Enemy | Enemy 
Persian outpost Ally Ally 
Richard — Enemy | Enemy 


Map Dighlights 

The city of Acre is in the middle of the map (actually, just south of center), bounded on 
two sides by water. To the far northwest is the port of the Genoese. Just east of their 
position is the Frankish encampment, with the Knights Templar just southeast of them. 
Richard's camp is to the northeast of Acre. The forces from Jerusalem are to the east of 
Acre. The Persian outpost is at the far south of the map. 


Battle Plans 


Be prepared to be overwhelmed in this scenario. Your task seems simple enough: build 
a wonder and defend it until the countdown clock (in the upper right of the screen) ticks 
to zero. The clock ticks down from 350 years at a rate of about > seconds per year — 
that's about 30 minutes. You're inside the heavily fortified city of Acre, and you begin 
with enough resources to construct the wonder immediately. 


Iistorical 1)otes 


Historically, the situation in Acre was slightly different than we depicted it. The 
majority of Saladin's army was trapped outside of the city, and could not get 
through the Crusader army in between him and the Saracens inside Acre. Saladin 


was attacking the Crusaders while the Crusaders attacked Acre. This siege within a 
siege situation is remarkably similar to Caesar’s attack on the Gaul Vercingetorix — 
so similar,in fact, that we opted to change the scenario a bit rather than repeat the 
“Alesia” scenario from Rise of Rome. 
— Greg Street 
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The problem is that there are five enemy encampments outside that will focus their 
energies upon breaking into your city and destroying the wonder. lts going to be a long 
and bloody fight —to win, you'll have to cut down nearly 500 enemy units. That's a tall 
task, indeed. 

The first question is when to build the wonder. As soon as it's constructed, the 
enemies begin attacking with great vigor (they'll launch minor nuisance attacks before 
then). You could just wait, build resources, and build up your forces. On the other hand, 
as soon as the wonder is completed, the clock starts ticking down, and in this scenario, 
time is on your side. 

Experiment with both approaches, but in this battleplan, we're going to build the 
wonder almost immediately. First, set up a queue to train a good handful of villagers. 
Send some to cut down the trees to the east of the town center, and some down to the 
south to join the others working the gold and stone piles. You begin with a few fishing 
ships —send those out with their nets and queue up another fleet of fishermen. 

Once you have your initial resource accumulation under way, pick a safe place for 
the wonder (you'll have to raze some houses first, but you've got housing to spare). The 
block of houses just northeast of the stone piles is about as secure as it gets in Acre (see 
Figure 10.15). Set your villagers to work on the wonder, and then start building back 
up your resources. 
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Figure 10.15: 
The block of houses just 
northeast of the stone piles 


is probably 
location in Acr 
wonder. 
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Manage your resources well during this scenario. Fishing ships alone can't provide 
enough food. Build a mill and line the streets with farms to increase food production. 
Build a few more keeps along the northeast and northwest walls to offer greater 
defense. 

While building up your economy, prepare for the onslaught that will come as soon 
as the wonder is complete (attacks will be continuous). You'll face a host of siege 
weapons, as well as heavy cavalry (such as paladins and cavaliers), and plenty ot 
English longbowmen. 

Build a small armada of 
galleons and take them up the 
Tí western wall of your city to defend 

+ JL laks EE RE from the Genoese naval attacks 
take vour initial force out, head to Ee (this is by far the easiest opponent 
the east, and attempt to destroy BEM to manage). Train a number of 
the Jerusalem outpost before they | archers and garrison them in your 

become much of a threat. e ger. keeps to up their defensive abilities, 
„$ and build a sizable army of knights 


| and camels. 

Under normal circumstances, pursue a course of research to upgrade your units, but 
vou may not have the time or the resources. The attacks are endless, and you need to 
just keep making troops. 

Your goal is the defense of the wonder — always remember that. But you also must 
defend your town center and your gates. Expect your walls to be breached many times, 
so always have some villagers ready to patch them. lf you don't have the stone, build 
palisade walls — anything to stem the tide. 

Use your bowmen (upgrade them if you can) to fend off forces that get too close to 
the wall — keep your archers back and have them fire over the wall. Your most important 
forces are your cavalry —their primary job will be to rush out of Acre to quickly destroy 
any siege weapons (priorities are trebuchets and bombard cannons) that are working 
on your walls (see Figure 10.16). Try to get the forces back within the wall as soon as 
possible to avoid tangling with enemy cavalry too long. 
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After 1,500 seconds tick by 
from the start of the scenario, a 
Tip Have a large force of transport ship will launch from the 
crossbowmen or arbalestsjust © js \ Persian outpost and supply you 
inside your gates — when your | with a force of war elephants. Place 
cavalry flees back inside, they ie, them inside the walls and use them 
can cut down any enemy 7 only when a massive rush is upon 
cavalry who follow them in. you (you won't get any more of 


these priceless pachyderms). 


Figure 10.16: 
At times, it will seem as if 
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magnitude can be survived, 


so just press on! 


1 
Manage your forces and | 

« resources carefully, and save and | 
4 ú Richard ws Á pause often to catch your breath. ff 
has a pair of “hero” trebuchets B Remember, a breach in your walls 4 
that will do a massive amount of en is not the end—only your wonder 
damage (named “God's Own Sling” … must remain standing. Enemy | 
and “Bad Neighbor” ). Keep a watchful forces can actually be easier to kill 
eye and destroy them as soon as they once inside the city, especially if 

are deployed. you lure them near one of your 

castles or keeps. 
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From the 
Designer s Clipboard 


intended this scenario to be almost like a Deathmatch. There is little time to 
_ replenish losses or strike out of the city since the assault is nonstop. Resources are 
rarely as much of a problem as just making units fast enough. lt is easiest to start 
the wonder right away, before the enemies can make many additional units. 
— Greg Street 


With a bit of luck, good planning, and a solid resource stream, you should be able to 
survive the onslaught partially intact. Once the timer clicks down to 100 years, you're 
almost home free. Once it hits 50 years, worry only about defending the wonder and 
give up on the city — because time is most certainly on Saladins side by then (see 


Figure 10.17). 


RIU MY IJLETUE MOLL 4 PMA LEF > 


Figure 10.17: 

You only have to hold on 
for another minute and a 
half. After nearly 50 
minutes of nonstop 
carnage, you can hold out 
for another 100 seconds, 
can't you? 
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he warrior Genghis Khan was born as Temuchin in 


thelate 1 160s. Myths swirl around his early childhood, and it 


ís said that his bloodline had its origins in a mythical union 


gm 


me 
Ed 
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between a gray wolf and a white doe. When Temuchin was 


born, he was sald to have clutched a clot of blood in his fist — 


thus foretelling his future brutal conquests. 


Khan brought together the warring tribes of Mongolia intoa 
powerful and savage nation that carved out an empire from 
the blood-soaked fields of its neighbors. Not only a great 
tactictan, Khan also understood psychological warfare and 
would terrorize a village as an example to its neighbors. 
Once captured ín battle, many an enemy ruler suffered 
untold pain under the hands of the Great Khan. 


44 


This form of “torture-execution” 


sent an indelible message to 


the fallen leader’s forces: 
Join me or suffer 


immeasurably. 


Chapter 1 
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Crucible 


Objectives 


WB Wait for instructions from Genghis Khan. 


W _Rideforthto each of the Mongol tribes and convince them to join the Khan’s army. 
Make examples of any tribes that openly war against you. 


W _TheTavyichi’uds will join if you defeat the Naiman and return to tell the tale. 
W_TheKereyids will join if you bring them 20 sheep. 

WV _TheUngirrads will join if you bring a relic to their monastery. 

W The Uighurs will join if you kill Orntu the Wolf and return to tell the tale. 


W The Naiman willjoin if you defeat the Tayichi’uds and return to tell the tale. 


Bestrictions 
None (set-piece scenario). 


Faorccs 
Their Stance Your Stance 

Genghis Khan Ally Ally 
Kara-Khitat Neutral Neutral 
Kereyids Ally OO Aly 
Naiman Ally Alg 
Tayichi’uds Ally j Ally 

Uighurs Ally Ally 

Ungirrads Ally Aly 


Map Dighlights 

Your limited forces begin near the south corner of the map. Just to the northwest are the 
Ungirrads. The Tayichi’ud camp is on the southwest edge of the map, about halfway up. 
The Kereyids are to the far northwest. The Naiman camp is just to the southeast of the 
northern tip of the map. The Uighurs are near the eastern corner of the map. The Kara- 
Khitai have troops in several locations: the far west corner, the far north corner, the 
center of the map, and about halfway up the southeast edge. 
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Battle Plans 


When the scenario begins, wait until the army of the Khan rides past and Genghis 
himself gives you orders: Bring the tribes of Mongolia into his army. 

To win this scenario, you must “convert” four of the five tribes (remember the 
Khan's warning about the Kara-Khitai). Each tribe requires specific conditions be met to £ 
bring them into the fold. Ride your troops to the battle standard in each camp to learn 
what they require. 

Begin by heading north to the Ungirrad encampment. They require a relic to join 
your force. Continue northeast to the Kereyid camp. They will tell you that they need 20 
sheep. This is your initial quest. 


historical Dotes 
The Secret History of the Mongols is a real book that tells in epic fashion of Genghis 
Khan's rise to power. The early parts of The Secret History are a series of who 
begat- whom, in almost Biblical fashion. In reality, the work was not commissioned 
until well after Genghis’ death. While the epic nearly deifies the Great Khan, it also 
alludes to some unusual failings, such as his fear of dogs, 
— Greg Street 


Head northeast until you see the palisade walls (see Figure 11.1). Enter and battle 
the Kara-Khitai guarding the sheep and head back. Just south of the pen, you'll find a 
few more sheep, then a few more to the west. Gather them up and return to the Kereyid 
camp (their monks will also heal your troops). You'll only have 17 sheep at the 
moment, so head to the southwest. Near the corner of the map, you'll find another 
Kara-Khitai fortification. Take out the cavalry archers, monk, and mangonel. Send a few 
of your troops just north to recover your last few sheep and set the rest of your force to 
work on destroying the monastery. 

Once you return to the Kereyid camp‚ you'll be given 100 gold, a few cavalry 
archers, and a pair of monks. Head one monk back to the monastery (which should be 
ready to fall by now) and scoop up the relic. Head all of your forces down to the 
Ungirrad camp and drop the relic near one of their monks. You'll earn another tribute of # 
LOO gold, plus you'll recruit four mangudai units. 

Now make your way east toward the Uighur camp. Take the more northern route. 
You'll pass a Kara-Khitat compound with a few towers — stay out of reach of the towers 
and destroy the force. Use your monks to heal your troops as you make your way to the 


Pd 


Js an ie " p 
rr 


Pe 


Chapter 1 
Genghis han 


Uighur camp. Here, you will learn of Ornlu the Wolf. Take your force east and climb the 
steppes to meet the wolf pack. Use your cavalry archers to take out the wolves from a 
distance. When Ornlu attacks, you’ll probably lose a few men, but keep attacking until 


he falls (see Figure 11.2). Return to the camp to claim another tribute and recruit five 
camels. 


Figure 11.1: 

Bring your troops inside 
the Kara-Khitai pen to 
“liberate” a baker’s dozen 
of sheep. 


Figure 11.2: 

The regular wolves can be 
dropped quite easily, but 
Ornlu (near the middle of 
the pack) will take out 
several of your horses 
before he falls. 


Now head to the southwest edge of the map and the Tayichi’ud camp. Position 
your forces around their troops and then call up the Diplomacy screen and change your 
stance to enemy. Destroy their forces utterly (this should only take a few seconds since 
you have the superior force by now; see Figure 11.3). 

For the last leg of your mission, head to the Naiman camp near the north corner of 
the map. Ride into camp and you'll receive word that they will indeed join your army. 
Now the Khan has a mighty force to begin his string of conquests. 
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matter of seconds. 


From the 
Designer 5 Clipboard 


This scenario was the single most difficult to make because of all the triggers, but 
Lreally wanted to show off what the new system could do. There is just no way to 
make a scenario like this for Rise of Rome. The initial ride-by of the Khan Ss forces 
was suggested by one of our artists, Herb Ellwood. He said he just didn't feel like 
he was part of a great horde of Mongols unless he saw the army at some point. 
Ornlu the Wolf is my own creation. l love watching the stunned disbelief of players 
who encounter him for the first time and lose four to five of their horse archers. 
— Greg Street 


Hd Life of Revenge 


Objectives 


VW _Preventthetentof Genghis Khan (wonder) from being destroyed. 
WV _Kilthetraitor, Kushluk. 
Restrictions 


No siege weapons; can’t research Imperial Age. 
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Forces 

Their Stance Your Stance 
Kara-Khitai Enemy Enemy 
Kushluk Enemy Enemy 
Tayichi’uds Enemy Enemy 


Map Dighlights 

You begin with limited forces just outside of Khan 's great tent, near the eastern corner 
of the map. Halfway up the northeastern edge of the map is the small village of the 
Tayichi’uds. The Kara-Khitai have a large, fortified village (with palisade walls) in the 
center of the map (here, they host Kushluk). Kushluk's own forces are in the western 
corner of the map, across the river. 


Battle Plans 


Your task in this scenario is to assassinate Kushluk, who has taken up with the rival 
Kara-Khitai. He dreams of being a Khan himself, and Genghis will tolerate no pre- 
tenders to his throne. 

You begin with a very small force and no villagers, but soon you will learn of the 
Tayichi’uds to the northwest — perhaps they can be “convinced” to lend a hand in your 
effort. Ride your forces into their village and destroy their military units. Once their 
military is defeated, the villagers will join the Khan. They are now yours to command. 
Have them start hunting south of the town center. 

You will be able to see Kushluk near the center of the map. He is protected deep 
within the Kara-Khitai village and will flee to the west as soon as you get too close. 

As soon as you convert your new village, get your troops back over to Khan's tent 
to defend it from the first feeble Kara-Khitai raid (see Figure 11.4). As the scenario 
progresses, you'll have to worry less about defending the tent and more about 
defending your town and getting to Kushluk. 

Your first order of business, though, it to get out of the Dark Age. You have all the 
houses that you'll need, and plenty of deer roam the plains just to the south of the town 
center. Send all villagers down to begin hunting and bringing back the venison. 

As you're doing this, create a few more villagers (not too many — you want to get 
to 500 food as soon as possible). Build a lumber camp to the northeast and a mining 
camp to the west (there's gold and stone aplenty for your needs). When you can, build 
a mill—vyou'll find that food is your greatest limiting factor in this scenario, and you'll 
need a bunch of farms as soon as you can manage it. 


ANKE Official Strategies & Secrets” to | 


AAE \licrosoft® Age of Empires® LI: The Age of Kings” Kk 


Figure 11.4: 


Get your small force back 


to Khan'’s tent as soon as 
you have captured the 
Tayichi”ud village. 


Nistorical Dotes 


Typical armament for an archer ín Genghis’ army was a silk undershirt (which 
prohibited arrows from deeply penetrating the skin), a cuirass made of leather and 
iron scales, a wicker shield, a leather or iron helmet, two recurved bows, and a 
quiver of three score arrows. The so-called “heavy cavalry” carried an axe or mace 
and a long lance. Obviously, one on one, a Mongol stood no chance against the 
heavy.iron armot of the Germans and Hungarians. lt was through tactics, 
extensive training, and high morale that the-Mongols became the war 

machine that they did. 
— Greg Street 
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Tip If you think you have enough wood to spate, you may want to 4 
wall off your village. Use the cliffs and trees to the west as part of your er 
fortification. Keep at least an archery range (along with the barracks 

already there) inside the walls to help fend off attacks. bi 


As soon as you have 500 food, advance to the Feudal Age and build an archery 
range, stable, and blacksmith. You may wish to put a barracks, stable, and archery 
range near Khan's tent to provide a good field for marshalling your army. Also keep 
plenty of forces at the ready to fend off the Kara-Khitai raids on your town. 
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Strive to get into the Castle Age as soon as possible also —you won't need to build 
a castle (though it could help your defenses), but you certainly want cavalry archers, 
knights, and camels. As you expand your base (and fend off the incessant raids), keep 
researching technology at your blacksmith. You'll want your forces as powerful as 
possible because you will be outnumbered. 

Gather together a solid force of knights (about a dozen) and rush Kara-Khitai to the 
south (see Figure 11.5). Come in from the north and head for the walls surrounding 
Kushluk. Your goal is twofold (and sadly, yes, this is probably a suicide mission). First, get 
some knights near Kushluk to trigger his retreat, and more importantly, punch a hole in 
the palisade wall just to the north of Kushluk's haven (this gives you access to his camp). 


Figure 11.5: 
Your initial attack won't 
cripple the Kara-Khitaí, but 


austed: 


f u er mn * je - Ë « 4 à 
r al t - B Ai à fe! ich 3 : gi Cn le NE E e Ps p er 
arning-Aoutar e being attacked bviKara Khit geen _ gend 8 AV pk 7 Ge f p ar > k Se , { Te it should flush out 
: . d mmm CR os 
Er i d END > e 4 
3 4 
Kushluk. 


Once thís ís done, protect your village while assembling a fast and mobile strike 
force. ldeally, gather a group of archers (or better yet, crossbowmen) and at least two 
large groups of knights. Take your time to build a maximum strike force, save the game, 
and get ready to exact the Khan's revenge. 

Head towards Kara-Khitai with your forces, but hold the second force of knights 
back. Charge with your primary knights into the village through the hole in the wall and 
continue straight west, heading for Kushluk's town. Bring in your archers to occupy the 
Kara-Khitai (some infantry units also work well in this mix). A few seconds later, blast 
your second force of knights through the fortification. 

Once in Kushluk's camp, focus only on your target: the traitor himself (see Figure 
11.6). He’ll be hanging out with a few cavalry archers to the west of the town center. 
You can recognize him from his highly ormamented steed. Concentrate your attack 
strictly on him, and as your second force of knights rides in, head for Kushluk as well. 
While you may not win the tactical advantage, your brave knights will no doubt slay the 
infidel and guarantee Khan his sovereignty. 
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Figure 11.6: | 

Set your knights upon 
Kushluk like a pack of wild 
dogs—s | 


would-be 


usurper will fall under 
Mongol hooves. 


From the 
Designers Clipboard 


This scenario becomes almost easy if you build castles and towers for defense 

since none of the-Mongols make siege weapons. Still, you must defend both your 

town and the great tent from destruction. l originally made the Kushluk running 

away sequence with Al scripts, but it was much easier to do once the 
trigger system was implemented. 

— Greg Street 


Into China 


Objectioes 


W _Conquerthe Tanguts, Hsi Hsia, Chin, and Sung 


Bestrictions 
Can't research lmperial Age. 
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Forces 

Their Stance Your Stance 
Chinese engineers Enemy Enemy 
Hsi Hsia Enemy Er LI Enemy a E 
Chin E Enemy Nn Enemy ate 
Sung | Enemy Enemy EE 
Tanguts Erem Enemy 


Map Iighlights 

You start at the far north of the map, with a small force of six cavalry archers and tour 
light cavalry. The Great Wall of China lies to the south. The Tanguts lie on the southern 
side of the wall, to the west. The Sung are further southwest. The Hsi Hsia village is just 
south of the wall, near the center of the map, and the fortified city of Chin lies to the 
southeast, 


Battice Plans 


The task here is one of the most daunting that you have ever faced in AoK: You must 
breach the Great Wall of China and lay waste to four powerful enemies. You begin with 
military units only —no village or villagers. 

Your first order of business is to ride to the southeast. You'll find a transport ship. 
Use it to cross the small river to the southeast. Almost immediately, you'll be set upon 
by a small Chinese engineer force —you should be able to destroy them without too 
much effort. Travel deep into their village, and you will liberate some villagers, a ram, 
and a mangonel and bring them into your service (see Figure 1 1.7). While this might 
look like a good place to build your own village, you Te just not strong enough to defend 
it vet. Take vour forces and head back for the transport and the north side of the map. 
Don't forget to bring along the villagers and siege weapons. 


à historical Totes 


The one Mongol scenario we couldn't fit in was the invasion of Japan. The Mongols 
had constructed a huge navy with plenty of transports. lt looked like nothing 
would save Japan until afreak storm blew in and dashed the Mongol ships on the 
rocks. The Japänêse called thís event the “Divine Wind” or “Kamikaze.” 

— Sk Street 
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Figure 11.7: 

You'll need the 
you liberate from the 

Chinese engineers to begin 

building your own village. 


agers 


First build a village. Scout around and you will see that nearly all of the resources | 
are there for the taking (the very far north is an ideal spot for a lumber camp). Build a 
town center and some houses, start accumulating raw materials, and build the usual 
infrastructure: mill, blacksmith, stable, barracks, and archery range. Get to the Castle 
Age quickly by creating plenty of villagers to forage from the two large berry patches. 

While you're gathering resources, begin to accumulate a basic protective force of 
archers and men-at-arms. [ake your light cavalry and scout along the wall. Move your 
ram and mangonel to the far northwest corner of the wall (you can even use the mango- 
nel to clear some trees for you) and begin work breaking down the wall (it'1l take 
some time). 

Advance to the Castle Age and build a siege workshop (you'll want lots of wood in 
this scenario). Start cranking out rams and mangonels and set them to work on the 
Great Wall (see Figure 11.8). 


Figure 11.8: 
the Great 
s to take 


Once you pierce 
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Work quickly to build up a sizable force of knights, cavalry archers, and cross- 
bowmen (pikemen come in handy, as well). You'll want an assault army of at least 
thirty units. Once you breach the wall, pour your forces into China (but leave at least a 
dozen units behind to protect the village). 

Just on the north edge of the map are some bombard cannons that come under 
vour control. Group them together and leave them there —they’ll come in handy soon 
enough. Move your force to the southwest and begin your assault on the Tanguts. If 
vou’ve moved quickly and can strike in the first fifteen minutes, their military shouldn't 
be too difficult to overpower. Use your knights to destroy their siege weapons and your 
crossbowmen to kill their ground forces and villagers. When you have a little breathing 
room, bring in your rams to start razing the village. Once you've done sufficient damage 
and destroyed their military, they will resign. 

While crushing the Tanguts, prepare two more forces back home. (This scenario 
requires a lot of multitasking!) One is another assault force, and the other should be a 
few knights, crossbowmen, and about three villagers. Take the villager force south to 
the abandoned Chinese engineers village and build a dock, a siege workshop, and a 
stable (and an archery range if you can afford it). As soon as the dock ís built, research 
the war galley and build up a small navy. You'll also need a few transports. 

While your forces are mopping up the Tanguts, send your new strike force near the 
far east corner of the map, then head southeast along the edge of the map. Have your 
remaining forces from the Tangut town head back around to the north, loop around the 
canals, and join your new strike force —you Te now ready for a raid on the small Sung 
village, Attack furiously and use your siege weapons to level any guard towers. 

As you chew away at the Sung, bring in a villager or two to create some front line 
military buildings. Create a mining camp or two to gather the gold on the far west side 
of the map. As the Sung begin to crumble, start moving your bombard cannons south 
(group them together for easy control). While this is going on, switch over to your 
southern base and begin building a large force of rams, mangonels, knights, and cross- 
bowmen. Use your war galleys to keep the river under your control and prepare to raid. 

Bring your southeastern force across the river and rally them at the far east of the 
map. You'll face a few Chin forces, but nothing that should cripple you. 

By now, you should have damaged the Sung village enough to force a resignation. 
Now gather any reinforcements you can (your defensive force back home doesn’t need 
to be so large by now), and attack the Hsi Hsia across the ford to the southeast of the 
sung. The Hsíi Hsia have a well-defended town. Bring your forces around their cliffs 
quickly to avoid being destroyed by their onagers. Send in all reinforcements along the 
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Great Wall to approach the village from the northwest and you should be able to avoid 
the onagers altogether. 

By now you should hear that the Chin have begun a wonder. Take your force at the 
far east of the map and make your way southwest along the edge of the map to a point 
near the Chin's southeastern wall. You'll see the wonder just near the wall. Use your 
mangonels to begin pounding the wonder while using your rams to batter the fortified 
wall. 

The battle for Hsi Hsia has been bloody so far, but if you destroyed the onagers 
first, then their cavalry, and finally the castle (hint: bombard cannons), you should be 
able to take down the rest of the town easily, including the town center. You may even 
have enough units left (if you're very lucky) to head northeast and attack the Chin's 
front gates (you'll need to get some transports down to ferry your troops across; see 
Figure 11.9). 


a hd 


Figure 11.9: 
lÉ you ferry troops across 
the river, you car 
the Chin's 


Once you have destroyed the wonder and breached the walls, the only obstacle left 
is the castle. Storm in (if you’ve managed to keep your bombard cannons alive, they will 
do a great job on the castle) and eliminate the castle, and the other military buildings. | 
Once you have wiped out the enemy inside the walls, you may still need to send out \ 
some knights to patrol the perimeter and eliminate any wandering military units. 

The blood has flowed red on this day, but when the tallying is done, there are far | 
more Chinese skulls in the ditch than Mongol —and it is yet another victory for the 
great Khan. | 
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Designers Clipboard 


__Lthink this ís the largest scenario map in Age of Kings, and it is one of the longest 
scenarios just because you are fighting against four opponents who can go Imperial 


given enough time. 1 delight in watching people test when they see the Chin build 
a wonder. Suddenly, the player must stop his conquest and go deal with the 
well-defended wonder or risk starting the game over. The Great Wall remained 
Ig, a potential problem up until the very end because it is composed of so 
“many objects that it slowed the game down too much. 
\ —Greg Street 


The Horde Rides est 


Objectioes 
W_Subotai must survive. 
WE _Inthenorth, deploy Subotai’s horde to conquer Russia. 


| W_Inthesouth, the Khwarazin Shah is expecting a gift. But it is assassins he will find 
| in our trade carts. You must deliver the carts to the Shah quickly, before he breaks 
| his allegiance with you. 

\__Bestrictions 

|__None (full Mongol tech tree). 


‚Forces 

| Their Stance Your Stance 
| Khwarazin Te _ Enemy Enemy 
| Merkids | Enemy Enemy 


Russians | Enemy Enemy 
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Map Dighlights 

You begin with two small villages, one near the north and another to the far east of 

the map. The Merkids are just west of your northern position. The Russian village is 

to the west. The Khwarazin city, which is very heavily fortified, lies to the far south. The 
map'’s terrain (mostly cliffs) separates the northern and southern portions of the map. 


Battle Plans 


This scenario forces you to battle on two fronts simultaneously (and manage two 
villages as well). The terrain does not allow any units in the north to travel south and 
vice versa. In the opening of thís scenario, that means a lot of shuttling back and forth 
between your two bases. 

First and foremost, get Subotai out of the way —he’s up north, so ride him up into 
the far corner of the map. Gather your northern forces and head southwest, into the 
Merkid village. Destroying their cavalry archers forces them into submission, and their 
military buildings become yours to command. Now get building at both villages. You 
begin in the Castle Age, so you can build quite a lot of weaponry right from the start. 

Begin by setting up the basic military infrastructure in both villages. Mine stone and 
gold from both as well, but set your lumber camp‚ mill, and farms to the far north. 

Start the trade carts on their way to the Persian city. There is no need for an escort 
since the Shah remains your ally for the first thirty minutes of the scenario. Place them 
right at the beginning of the courtyard, close to the Shah's wonder (but not too close) | 
and keep an eye on the game clock (tap F 11). Give yourself enough time to prepare for 
the Shah's attack. Build a castle and some palisade walls to the southwest of your 
southern village. 


Iistorical Tates 


Subotai Ba’atur came from an obscure tribe called the Reindeer People, who 
supposedly still ride and herd reindeer to this day. In reality, the Mongols were not 
able to capture the Shahin Samarkand. Instead, he escaped, and Subotai chased 
him to the shores of the Caspian Sea, where the Shah eventually died ignobly of 
pleurisy. When Genghis entered Persia, he told his new captives that he was 
the punishment of God. “If you had not committed great sins, he would 
not have sent a punishment like me.” 
% — Greg Street 
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Up north against the Russians, build up a sizable force. Create a force of archers and 
knights (don’t forget that you can train mangudai if you have a castle), and then a “mop 
up” force of knights, mangonels, and rams (see Figure 1 1.10). Approach their town 
slowly and lure out their massive numbers of ground forces (scorpions would be helpful 
here). Use the archers to damage the troops and the knights to finish up the job. As 
soon as you feel a lull in their attack, bring in your siege weapons to start destroying 
military structures. 
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Figure 11.10: 
You'll have to face many 
Russian swordsmen before 
you can gain a foothold in 
their village. 
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You should be able to neutralize the Russian threat quickly, and it'll just take a few 
minutes more to raze their military structures and town center, forcing a resignation. 

By now, you should have only a few minutes left before the Shah turns on vou — 
advance your carts to his courtyard. He thinks he is receiving gifts, but instead, two 
suicide assassins leap from the cart and kill the Shah. Needless to say, Persia isn't too 
happy about this dark turn of events, and they will launch an attack. You have about 
twelve minutes before the first heavy elephants attack your base. 

lf you have any military units left up north, delete them now —you'll need all the 
numbers you can muster for the fight against Khwarazin. [f you built a castle and some 
palisade walls, you should withstand easily their first attack wave (even the elephants). 
After the initial attack, it's time to go on the offensive. If you have advanced to the 
lmperial Age, you can upgrade to some tough units —be sure also to upgrade every 
technology at your blacksmith. 

Begin a slow, deliberate march on the Persian city, fully armed with siege machines, 
knights, cavalry archers, and crossbowmen. You'll also want a solid force of pikemen — 
they are your best defense against those elephants (see Figure 11.11). 
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Figure 11.11: | 
When elephants charge 
your mounted forces, use | 
your superior speed to get 
them back out of harm’s | 
way, and bring in some 
pikemen. 


You'll have to blast past an 
TT | initial gate with twin towers, as 

E D Build a barracks or two well as a fortified castle supported 
close to the Persian city to churn out rk by quite a few military structures 
pikemen as fast as you can. WB to the southeast side. All of this 
s\. should be pretty straightforward. 
Things get tricky once you reach 
the city proper. 

You can opt for a frontal assault, or, if you take out the northern-most tower near the 
main gate, you can sneak your forces around the rear of the city (see Figure 11.12). If 
you can pull this off, you can use your mangonels or other long-range siege weapons to 
pelt the town center and other targets from outside the walls. Just be aware that you'll 
be facing many, many war elephants until you can get in there and knock out the castle. 


Figure 11.12: 

The primary force ís 
attacking the twin towers 
guarding the city proper. 
Knock out northern- 

most tower and you can 


sneak around behind 
the city. 
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There is no real trick here, just solid combat skills and a desire to get in and destroy 
the castle. Once the castle falls (by any means necessary), the tide of elephants ceases. 
Then you can begin to wrap up your assault and deliver the jewel of Persia as a prize to 
the great Khan. 


From the 
Designers Clipboard 


Many people ask, “What happens to you if the Shah is not assassinated?” The 
answer is that the Persians get 2,000 food and gold instantly and choose to train 


forty villagers instead of twenty-five. The scenario is still winnable under these 
conditions, but it's a lot more difficult. l added Subotai’s Hunting Wolves because 
so many of the fans enjoyed the Tame Lions from AoE. 1 designed the city of 
Samarkand to be intentionally similar with Ctesiphon from RoR, which was the 
first scenario l ever designed. (Originally, Ctesiphon was Samarkand.) 
—Greg Street 


The Promise 


Objectioes 


YW _Capturethe Bohemian flag. 
E Capture the Polish flag. 

WE _Capturethe German flag. 
” 


Construct three castles within the flagged area and withstand the assault of the 
Bohemian army. 


Restrictions 
None (full Mongol tech tree). 
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Forces 

Their Stance Your Stance 
Bohemians Enemy Enemy 
Germans Enemy „Enemy 
Polish Enemy E Enemy 


Map highlights 

You begin with a small but functioning village near the north corner of the map. The 
Polish complex is at the far east corner. [he German town is to the far south. The huge 
Bohemian army begins within their fortification on the northwest edge of the map. A 
“no-man's land” is in the center of the map, already occupied by a German castle and 
guard tower. 


Battle Plans 


This scenario is very interesting because it gives you the chance to play things out in 
both a sneaky way and as the recipient of a major attack (playing the white-knuckled 
defensive role). Your initial goal is to capture the three flags —to do this, you simply 
need to move one of your units close to the flag. This does not cause the other player to 
retire, but it does fulfill the victory conditions. 

To get started, knock out two of the three initial objectives right off the bat. Before 
you get going on this mission, though, begin the groundwork of building up your 
village —you must advance to Imperial Age before things get really hairy. 


historical Dotes 


The Battle of Liegnitz was fought on April 9, 1241. Henry the Pious of Silesia 
commanded an army of 40,000 Germans, and Wenceslas was en route with 
50,000 more men. The Mongols had less than 20,000 men, though the 
Europeans estimated their numbers at ten times that. The Europeans considered 
the battle something of a victory, although they lost, because the Mongols did not 
pursue them further into Germany. The Mongols, however, had no intention of 
pursuit. Their entire reason for fighting at Liegnitz was to prevent the Germans 
from attacking Subotai’s flank as he invaded Hungary, the Mongols’ real target. 
— Greg Street 
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The first stop is the Polish flag. Select one of your mangudai (a very fast unit) and 
head almost straight south, toward the flag. Once you come down off the earthen 
“ramp,” cut due east in a final sprint to the flag (see Figure 11.13). Consider this a 
suicide mission —it's possible to trigger the flag and escape, but you'll only lead the 
enemy to your as-of-yet unfortified encampment. 
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Figure 11.13: 
You can easily claim the 
Polish flag right at the start 
of the scenarto with a 
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Before heading off to claim 
Tí ol flag two, check in on your 
D The far north corner of ie Wim Village — are you on the right 

the map ís a great place to set up a BEM track? You'll need lots of stone 
lumber and mining camps. You'll f WB and plenty of food and gold for 

find a relic up there, as well. Be this mission. Build a university 
| also and start researching every- 
thing defensive that you can. 

Now select another mangudai, move sust an of your village, near the little lake, 
and start heading down that earthen ramp. As you hit the bottom, dash past the 
German tower (heading west), around the lake, and head southeast, toward the dark 
edge of the map. You'll begin to see the German settlement, and soon you'll see a paved 
road (and a castle, so watch out). Once you see the road, follow it quickly right past the 
town center and to the flag. Objective accomplished! 

As you headed out on this ride, you no doubt heard the voice message advising you 
of an objective change — you'll need to build three castles within the circle of flags (near 
that first German guard tower). Once the third castle is built, the Bohemian army will 
unleash its full fury upon you (see Figure 11.14). Since the trigger is the completion of 
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the third castle, you had better be good and ready before then. Now you know why you 
needed that stone! 
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Figure 11.14: 
This ís just an advance peek 
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Before you can build a castle, you 
Ti must remove the Germans from your 

LL D if you take a few building site. That’1l take a handful of 
villagers down to the middle of the knights, crrossbowmen, and at least three 
southeast edge of the map, you'll _ rams. Attack the castle with the rams and 
find a deposit of stone. Builda … use your other forces to protect them 
Rl 8 Pla BB from the few Teutonic knights that 
the rock —your enemies won't gi emerge from the castle. As soon as the 

notice you at all. j MB castle falls, turn your rams on the wall, 
Fe“ then the guard tower. 

Now it's time to ready your building 
site. Make sure that you're close to 
reaching the lmperial Age and are keeping up on all possible defensive research at your 
university. Build a stable and an archery range within your soon-to-be fortified area. 
Bring down a bunch of villagers and start building a fortified wall to surround your 
castles (the most important sides are the west and south). Use the cliffs to your 
advantage — you can even use the remainder of the German walls if you'd like. 

Your three castles should all be within the western fortified wall. Build two castles as _ 
soon as the walls are finished (you did research murder holes at the university, didn't 
you?), and churn out five to six trebuchets. Train a host of arbalests, cavalry archers, 
and cavaliers. Garrison about half of your arbalests inside the castles to give them an 
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offensive kick. Your remaining arbalests and cavalry archers are used to fire at any 
forces attacking the walls. The cavaliers ensure against any breaches in your wall. 
When you feel that you are 
ready, construct the third castle. 
7 ke Within a minute of its completion, 
(Ca En ú While you vou will be set upon by a horde 
are focusing on thís operation, iej larger than you have ever seen 
the Poles are still interested in ken ae before. Keep your villagers behind 
destroying your original village. If à the castles constantly repairing 
you’ve got plenty of resources, then them, and fire away with your 
you don’t need to worry about it — trebuchets at the advancing hordes 
if not, make sure you've got a good (be sure to tuck a few villagers 
defenstve force to stop the Poles. safely in the northeast corner). 
You'll lose some, if not all, of 
your castles, and your walls will be 
breached, but send out your cavaliers —just when you think all is lost, the Bohemian 
threat should be nearly exhausted (see Figure 1 1.15). Mop up the enemy force and 
then get those villagers to whip up a quick palisade wall to cover the gaps. 


Figure 11.15: 

Near the end of the 
Bohemian assault, you'll 
feel that all ts lost —just get 
your cavaliers out there 
and clean up the mess. 


Bohemian cavalry will then attack, probably from the south. Your wall should still 
be fortified there, so just fire away with your archers and trebuchets, and you'll cut them 
down soon enough. 

Äfter you've withstood the attack, it's time to capture that last flag. Take out a force 
of cavaliers with a few trebuchets and march north. You'll want to take out the bombard 
towers and the fortification gate (watch out for the onagers on the cliffs!). Once the gate 
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is down, bring the trebuchets within range of the second fortified wall and punch a hole 
in it. Don’t worry about the monks, castle, and onagers within — simply run in with one 
of your cavaliers to get the last flag. 

Once that flag is captured, you will have quelled the forces of Eastern Europe in your 
campaign to make the Mongol Empire the mightiest the world has ever seen. 


From the Designer s Clipboard 


[really wanted this scenario to be a change from the mentality of building up to 
crush the enemies. Although it is possible to attack Bohemia'’s city, it is much easier 
if you let the units kill themselves on walls and castles. At one point, l did not have 
Bohemia's flag walled in, so it was possible to sneak a light cavalry unit in through 
the gates when they opened and claim the flag without fighting a single enemy. 
The Bohemian attack, where the horses take the long road around your castles, 
was difficult to script but cool when it works properly. In early versions of this 
scenario, it was possible to trick Bohemia into opening their gate and then 
send a group of scouts in to claim the flag. A nice wall around the flag now 
prevents such sneaky tactics. Did you notice that the birds at the start 
of the scenario fly in a V for a short period of time? 
we Greg Street 


Dax Mongolia 


Objectioes 


W Defeat Hungary. 


W Survive until Subotai’s reinforcements arrive. 


Bestrictions 
No docks or boat units. 
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Eortes 
Their Stance Your Stance 
Hungary __ Enemy Enemy 


Map highlights 

You begin with a sizable force and a substantial village near the north corner of the map. 
The heavily fortified Hungarian city occupies nearly the entire southwestern edge of the 
map. The Sajo River (frozen, so no boats can navigate it) cuts across the map from the 
northwest to the southeast. A single stone bridge spans the river near the middle of 

the map. 


Battle Plans 


You begin already in the lmperial Age, which means that you can research all the 
technology you need, You have a good force already — and with some quick action, 
you can deal a harsh blow to the Hungarian forces before Subotai arrives. 

Begin by moving a good corps of your forces down between vour guard towers 
to the south. This force can repel any early Hungarian attacks. Now, send a group of 
villagers to the east portion of the map. You'll find a large gold vein here, plus plenty 
of land upon which to build a mill and begin farming (this location is also well out of 
harms way). 

Send some villagers to the trees to the north of your town center to begin wood- 
cutting, and another bunch to the west to work on the gold vein there. Build the 
maximum number of living quarters —this requires only three more houses. 

Get your resource machine cranking as fast as possible and research the cavalier. 
Build up a strike force of about eight cavaliers and three to four trebuchets (from your 
already existing castle), and begin an initial assault. 

To the south of your guard towers is a bridge. Move your trebuchets onto the bridge 
and deploy them to take out the twin keeps protecting the bridge (see Figure 11.16). 
Use your cavaliers to protect the siege weapons and quell the Hungarian counterattack. 
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Figure 11.16: 
set up your trebuchets on 


that ee their side of 
the Sajo. 


Iistorical 1)otes 


The Battle of the Sajo-River was fought on April 1 1, 1241. King Bela of Hungary 
commanded nearly 100,000 men in a do-or-die mission to keep the Mongols out 
of Europe. Bela scored an early victory when he managed to sieze the Sajo bridge 
from Subotai. The Mongols regained the bridge in the predawn hours, covered by a 
hail of stones and flaming arrows. As the Hungaríians tried to get into formation, 
the Mongols allowed a gap to form on the western side of the river. Much of the 
Hungarian army withdrew or fled through this gap, only to find that the Mongols 
had laid a trap for them there. Upwards of 70,000 Hungarians were butchered, 
and the Mongols ended up commanding all of Eastern Europe. In four months, 
they had defeated combined European armies five times their strength. 
— Greg Street 
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Make this primary attack 
Tí „ik count by continuing to send in 
ip Vea beni WB cavalier reinforcements and a 
OR ed Bod RE Bo \- few extratrebuchets. Your goal 
rear, you have a real tactical advantage ó here is to push forward and 
and should be able to chew through a A7 destroy the two additional 
surprising number of Hungarian forces. keeps, bombard tower, and 


finally the castle that lie in your 
path to the southwest. [he 
Hungarians will keep sending forces at you, and if you remain on the bridge tempo- 
rarily, you should be able to eliminate enough enemy units so that you get a “quiet 
time” while they reinforce. During this time, advance onto their side of the river and 
take out those towers and the castle. 

Once you have caused this initial damage, pull back and protect your side of the 
river. Hungary will not rebuild the defenses you have destroyed, so your “end game” 
will be far less difficult. Once you retreat, build a siege workshop and burn through the 
resources necessary to make the leap from mangonel to onager to siege onager (this 
will take a ton of food and gold). 

Your task now is to defend your base (which shouldn't be too hard by now) 
while you build up a solid force of cavalry, siege onagers, and trebuchets. For this 
scenario, you really don't need any ground forces — stick with pure cavalry. 

After forty minutes tick by, 
Dig, You llreceive word that Subotai 
a be is on his way. lf you have any 
Tip If you are feeling bold BR forces on the Hungarian side of 
and succeeded in punching through FBR the river, pull them back now. 
the Hungarians’” wall, send in a force of “_Subotai will arrive with another 
saboteurs. Rush them into the fortified MEIN force of saboteurs who will rush 
village, cut to the northwest, and make a n the bridge and blow it up, effec- 
beeline for the town center. Target it with all tively cutting you off from 
the remaining “suicide warriors” and watch Hungary (see Figure 11.17). 
as they blow themselves up with casks of By now, Hungary will also have 
explosives —if you’re lucky, you can cripple begun work on a wonder — so it's 
Hungary early on. time to finish the job. 
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With the bridge gone, all threats of Hungarian raids cease, so you can marshal all 
of your forces. Rally your army at the far southeastern bank of the river. Once you have 
the army in place, cross the river over the ice dam. Set up a trebuchet to take out the 
bombard tower. Once that is gone, use siege onagers to attack the ground and chew a 
path through the trees to the southwest (see Figure 11.18). Advance the trebuchets 
again to take out the newly revealed bombard towers, then tear through another line 
of trees. 

As soon as the path is open, race in with your Mongol hordes (and bring in your 
siege weapons behind). Begin systematically razing the Hungarian fortification to the 
northwest. Don’t worry about targeting any civilian buildings, just take out all military 
structures, military forces, and villagers. 
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Ilf your force is sufficiently powerful, you shouldn't meet much resistance when you 
reach the wonder. Concentrate all of your siege weapons upon it to destroy it quickly. 
With the wonder gone, you win the scenario once you have reduced Hungary to only 
two military units and five villagers. A slash-and-burn approach is the best technique to 
mop up all remaining forces. Once you have spilled the last of the Hungarian blood, the 
gates to Western Europe fall open to the great Khan. 


rom the 
Designer s Clipboard 


knew when lstarted this campaign that the last scenario had to be a showdown over 
the Sajo River versus the Hungarians. Only after the scenario was done did 1 realize Ì 
could use triggers to make the bridge disappear! 1 love watching people play this 
scenario, because their jaw drops when they see the bridge explode, and they become 
increasingly more incredulous when Hungary starts the wonder. The trick, of course, 
is to realize that you can walk on ice just like shallows, and that siege onagers (which 
the Mongols just happen to get) can knock down trees. The saboteurs in this scenario 
were added because historically the Mongols used fireworks to frighten the 
Hungarians’ horses. This was as close as l could get. Initially | had Subotaí arrive with 
mangudai, but that tended to put people over the population cap‚ and let's face it: 
saboteurs are more useful and cooler. We recorded the actors saying, “Subotaí should 
be here in forty minutes,” before we had finished testing the scenario. 1 was nervous 
enough that l would eventually change the timing that l considered recording “Subotai 
must be running late” and “Look! Subotai came early!” just in case. 
— Greg Street 


dd | 
ni 


in mn an . ne, REE 4 


} 


ee es 
ie: en Pat 
£ Dj 


- 
8 
_ 
= 


E/ 1 - i 
Bil E 
| k: â À 


Eirederick 
Barbarossa 


eeN eitjes 


rederick Barbarossa telt himseltegqual to the Pope, 
so he added the title of “Holy” to “Koman Emperor.” He ruled 
_ __muchofmodern Germany and Italy from 1 152 until 1190, 


when he was killed during the [hird Crusade to liberate 


Jerusalem. 


His military skills, bold vision, and willingness to tackle 
empire building in both ltaly and Germany resulted in alarge 
and powerful empire that almost succeeded in reclaiming the 


past glories of Charlemagne’s original Holy Roman Empire. 


In this campaign, Frederick claims and asserts his throne, 
wards off would-be usurpers to the title of Holy Roman 

Emperor, and finally travels 
to the Middle East on the 
[hird Crusade. 
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Malu Roman Emperor 


Objectines 


W Capture four ofthe six relics from the surrounding duchies (and return them to 
your monastery). 


RBestrictions 
None (the full Teuton tech tree is available). 


Forces 
Their Stance Your Stance 

Austria Enemy Enemy 
Bavaria Enemy Enemy 
Bohemia eat Enemy Enemy 
Burgundy meren oe Enemy j Enemy 
Mongols mn, en Ally Neutral 
Saxony EE OO Enemy Enemy 
Swabia OO | Enemy Enemy 


Map highlights 

Your forces are located on an island at the center of the map. Unfortified Swabia lies to 
the northwest. Saxony holds a fortified position with a castle to the north. Bohemia is to 
the northeast, in an unfortified village. Austria lies to the east, with no tortifications, but 
a castle. Bavaria is to the southeast in a fortified position (but no castle). The unfortified 
Burgundian village is to the south. A small Mongolian army lies at the far east, just 
south of Bohemia. 


Battle Plans 


Your task is to retrieve four of the six relics — find these in enemy monasteries. A 
monastery holding a relic has a flag waving from the spire. The only way to “liberate” 
them is to smash down the monastery, then bring in a monk to carry the relic back 
home (for deposit into your own monastery). 
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You begin with a small force, several buildings, and a castle. Taking a quick look at 
your surroundings, you see that you're on an island accessible via two stone bridges 
and two fords. Note also, from the map overview above, that you have quite a few 
enemies. 

Before doing anything, quickly fortify your position. You've got supplies with which 
to start, so send villagers to each of the access points and build palisade walls cutting off 
access (see Figure 12.1). This wont stop an invasion, but it slows it down and gives 
you time and focus to react. 


Iistorical Tates 


Many advances in weapon technology that we associate with the medieval time 

period occurred while Barbarossa ruled the Holy Roman Empire. During the First 

Crusade, European warriors wore leather or scale armor and fought with spear, 

sword, and bow. Siege weapons were primitive machines, a step back from the 
engines used during Roman times. By the twelfth century, however, most 

Europeans had adopted the Saracen invention of chain mail. The crossbow had 
evolved from a hunting weapon into a weapon of war, and soldiers began 
re-embracing the tactic of using tightly-packed pikes. Powerful weapons, 

such as trebuchets, began to change siege warfare from a sit-and-starve 
„operation into a true castle-smashing offensive. 
— Greg Street | 


dee 12.1: 


from the south. | 
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Next, build an archery 
range. Get some archers or 
crossbowmen to hang back 


Tip Ás soon as you feel 


comfortable, send a few knights to the far from your walls and slow down 
east in search of the Mongol army. Once , attacks even further. Group 
you see them, you learn that they will | your mounted forces together 
join your forces for a fee of 200 gold. EN to use them as a quick strike 
Build a market and then use the Es WB force against a wall breach. To 
Diplomacy screen to pay them tribute. Rh finish off your defenses, build 
| “_guard towers behind each of 
p: your palisade walls. 
You've probably found 


some sheep already — get them back to your town center and slaughter them (next, 
move on to the berries). Set up a mining camp between the stone and gold deposits on 
the northwest shore of your island. Build a lumber camp and start chopping wood. 
Build a few houses and get up to about twenty villagers. 

Build a stable, upgrade 
vour archers to crossbowmen, 

and build a siege workshop 
Tip Whenever possible, consider „s _ IF and blacksmith (to upgrade 
the blacksmith “standard equipment” for +8 Monate iet AN err! 
your encampment. Research all you : me } exhaust the sheep and berries, 
can in order to make your troops 8 build a mill and start farming. 


tougher and more effective. gy“ _ With your village fully 
2 _up and running, build up a 
defensive force of knights 
and crossbowmen (include villagers to repair and want the fencing). 

Plan to attack the Swabian village first and recover the relic there (see Figure 12.2). 
Build up a force of knights, Teutonic knights (built at your castle), and at least three 
battering rams. 
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Figure 12.2: 

For the first strike on 
Swabia, you cé 
going in quickly with two 
mangonels and a few 
knights. 


Take the bridge to the northeast (punch through the wall and then repair it) and 
follow the road straight to the monastery. Use your forces to protect the rams as they 
raze the structure. lf any rams survive, take out the town center to cripple the village 
and destroy any military buildings and villagers you find. 

After you destroy the monastery, you will see the relic on the ground. Escort a monk: 
(or two, if you don't want to take any chances) with some knights to pick up the relic 
and bring it back home. Move your relic-carrying monk to the monastery to deposit the 


treasure. 


Your next task is more 
daunting. Head for Bohemiía to 
Tí wrestle a pair of relics from their 

Dn D If you are an aggressive monastery. Gather a large and 
and forward-thinking player, use your varied force (don’t forget to leave 
Mongols’ siege onagers to take out the some troops behind to guard the 
Bohemian monastery. Then escort a : home front). Assemble knights, \ 
pair of well-protected monks to the EE 4 Teutonic knights, rams, and 
site to pick up your prizes while | Te k _crossbowmen— you'll need 
getting ready for the final battle. EN twenty to twenty-five troops — 
| eN. then head north across the 
ford (remember to repair the 
palisade wall). 
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Across the ford, you'll find a pair of guard towers. Hold your primary force back and 
attack the towers with rams (see Figure 12.3). lt shouldn't take too long to take them 
both down. Instead of following the paved road, head north and then turn east down 
the tree-lined path. 


Figure 12.3: 

Have your main force out 
of harm'’s way as your rams 
take down the twin 
towers—the towers won t 
even begin to damage 
your rams. 


Head straight east, leading with your main force so that the rams are protected. Go 
straight for the monastery (at the far east of the settlement) and take it out as fast as 
possible, then turn your attention to the town center. It's possible to destroy the entire 
Bohemian military. lf you succeed in doing so, escort a pair of monks with only a single 
escort knight to retrieve your treasures. 

With three relics captured, turn your attention south. Prepare a force similar to the 
one that marched to Bohemia and head southwest across the bridge. Keep heading 
southwest through the gap in the trees (stay to the north side to avoid the tower 
arrows). 

At the stone pile, head due south, then turn due east once you see the gold vein. The 
monastery is just to the right of the gold. Order your rams to attack (see Figure 12.4). 
After you destroy the monastery, waste no time getting a heavily armed escort together 
to bring in a monk. [he Burgundians fight hard, so you may need to send in replace- 
ments. Once you get your monk heading back northeast with the relic, youre pretty 
much home free. Drop the relic at the monastery and prepare to stake claim to the Holy 
Roman Empire. 
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Figure 12.4: 
Order your rams to attack 
the Burgundian monastery 
as soon as 
utilize t L 


L see it, and 

t of your 

strike force to protect the 
rams until their job 

is done. 


From the 
Designers Clipboard 


A lot of players miss the Mongol mercenaries far to the east. They are more 
the earlier you find them. This scenario can last a long time if the player plays very 
defensively. The opponents are not that dangerous, however, so it ís possible 

| to take out one or two of them early on. 
— Greg Street 


_ Ienru the Lion 


Objectives 


W Defeat Poland. 
W Defeat Henry the Lion. 


Restrictions 
You don't begin with any villagers, but the full Teuton tech tree is available. 
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Farcts 
Their Stance Your Stance 
Bavaria Ally Ally 
Henry the Lion Ally Ally 
Poland Enemy Enemy _ 
Saxony | Ally Ally 


Map Dighlights 

A wide river cuts through the map, from northwest to southeast. Your village is on the 

west side of the river, near the middle of the map. Henry the Lion is to the west of you, 

at the edge of the map. The village of Saxony is at the northwest corner of the map. 

Bavaria is to the south, just east of the river. Poland holds most of the territory on the 

east side of the river. They have three castles, one to the far east, one to the northeast, 
and one to the northwest, just south of the river. 


| Battle Plans 


(his is a very interesting scenario that challenges you with a number of strategic 
decisions. Not to let the cat out of the bag early, but Henry the Lion wont be your friend 
for long. As your ally, he does nothing for you, but he'll turn on you in a heartbeat, 
thinking that the crown of Holy Roman Emperor belongs to him. 

To force a Polish defeat, 
wipe out all of their castles and 


D thetr two siege workshops. 
Ole Henry turns on you when They have no villagers, so they 


one of these conditions is met: you destroy won't be able to rebuild. Their 
the Polish castle to the northwest, move castles and siege workshops 
three units over the river across either keep churing out huskarls, 
the ford to the north or the one to the mangonels, and rams, 
southwest, or after 34 minutes have kes however. 
elapsed (to be more accurate, it's Ma, NN When the scenario begins, 
2,000 seconds. Tap F11 to see NER Henry begins making forces. 
the mission time). | A few minutes later, so do the 
in Poles. Get started immediately 
by building knights, rams, 
men-at-arms, and archers. 
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Don’t worry about upgrading yet —just burn all of your resources on a troop buildup. 
Bavaria and Saxony will pay you tributes soon enough. Organize nearly all of your 
troops into one large fighting force, but leave a few behind to protect yourself. 


Iistorical 1otes 


The twelfth century was a period of expansion for much of Eastern Europe. The 
population was exploding and the Holy Roman Empire was running out of room 
quickly. Barbarossa's capital of Cologne grew to become the largest city in Europe, 
with a population exceeding 50,000. Barbarossa used his many wars as an 
important outlet for the growing population, and as a way of acquiring more land. 
— Greg Street 


The quickest path to victory is to take your force up to Henry's village while he's still 
an ally (see Figure 12.5). Place rams near his castle with some protecting troops. 
Position knights to take out other military targets. Take at least one unit to the far east 
corner of the board, near the fortification there. 


Figure 12.5: 


way you ca? 


When you are positioned, change your stance with Henry to enemy (you have the 
benefit of foresight, after all). Take out his castle üímmediately, then the other military 
targets. Your forces will get chewed up, but you should be able to defeat Henry before 
he comes gunning for you. 
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EN De You'll probably have had to 
at ®- / deal with a major Polish attack 
(Ca mn Nn As soon as you Ì ì while you were doing this and 
can, head your view back over to the a, ke Will have sustained some solid 
eastern fortification, where youtook damage, but your castle should 
that one unit. The peasants there will Af be intact (though damaged). 
now be under your control. Move them For the next few minutes, the 
west (within their prison) to get them out of Poles will be rather quiet, so 
range of the enemy guard tower — you'll now is your chance to build up 
need these folks soon. once again. 

Now, break down a section 
of the fortified wall in Henry s 
village and free the prisoners. You can use them to start your resource machine 
cranking, so build a town center. (lts especially satisfying to build it where Henry s 
castle once stood; see Figure 12.6.) Send a few villagers down to your primary village 
for repairs and to replace any destroyed buildings. Your first priority is food. Build a mill 
near your stable and start collecting the berries there. 


Figure 12.6: 
Building a town center in 
Henry the Lion's decimated 
village isa good idea, 
because of the availability 
of wood. This one is going 
up on his old castle site. 


As you receive tribute, research the crossbow and build up a large force of cross- 
bowmen, about a dozen knights, and four to six rams. Build up a defensive force as 
well, to quell the Polish attacks on your village. 

Now it's time for you to go on the warpath and take revenge against Poland. Take 
your primary force and head north, through Saxony, and order your rams to take out the 
castle there (use your archers as support troops against the huskarls). Use your knights 
to take out any wandering siege engines you see and keep your archers in support of 
your rams. 
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March northeast, across | 

: the ford, take out the tower 

Tip If your main force is getting 1 there, continue northeast, 

thin, build up a similar force of and destroy the siege | 

reinforcements and take them east, 255 workshop. Now, head 

across the ford to the south of your PRA southeast and take out the 
village, to rendezvous at the third castle. tower. Continue on and take 

8“ out the second castle, just | 

P __acrossthefordtothesouth. 

< Finally, march southeast 
to take out the final Polish siege workshop and castle. You have now secured your 
throne as Holy Roman Emperor. 


From the 
Designers Clipboard 


The computer players in this scenario operate differently than in all other 
scenarios. Poland and Henry the Lion do not have any villagers, but they do have 
unlimited resources. They alternate between a several-minute boom period when 

they train units and a quiescent period. If you can attack during one of the non- 
training phases, you will face less opposition. It is even possible, if just barely, 
to win without acquiring Henry's villagers. 
— Greg Street 
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Pope and FAntipope 


Objectioes 
WY _Convertthe cathedral in Milan. 


Bestrictions 
You don’t begin with any villagers, but the full Teuton tech tree is available. 


Forces 
Their Stance Your Stance 
Carcano Ally Ally 
Crema — Enemy Enemy 
Milan — Enemy Enemy 
River Guard Enemy Enemy 


Map highlights 

The fortified town of Carcano is to the far north and your initial position is just to the 
southeast. The pastoral farming town of Crema is at the northeast corner of the map. 
The powerful River Guard occupies the center of the map. The huge, fortified town of 
Milan sits at the southwest edge of the map. 


Battle Plans 


__Thís scenario truly tests your ability to think and react quickly. Once you load up the 
}_scenario, look things over—no villagers, no military structures, no town buildings. All 
you see are a monastery, some military units, a dock, and a few ships. So how are you 
going to tackle the juggernaut that is Milan? Step by step, that's how. 

First, get your military force together and travel, along with a monk or two, due 
east. Your job is to take out the town of Crema and convert a few villagers (see Figure 
12.7). [o make the job easier, take out the military forces, and then the barracks and 
archery range. [hat way, you can convert in peace. For extra certainty, destroy the town 
center, since villagers who are being converted tend to run for the town center for 
protection. 
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Nistorical Dotes 


Barbarossa eventually made seven campaigns into ltaly. The Emperor could only 
enforce his will with his army, and whenever the army was away, trouble or 
outright revolt would arise. The Emperor was recognized by most German nobles, 
not as a ruler by divine right, but as a sort of first among equals. The Italians had 
even less interest ín serving Barbarossa, so their revolutions tended to be 
particularly bloody. To punish-the ltalians, Barbarossa razed Milan to the ground. 
The Lombards could not even begin to reconstruct the city for five years. 

— Greg Street 


Figure 12.7: 
Converting rs is easy 
once you” a ched the 

limited Creman military. 


pr 


After you have “recruited 
a few agrarians to your cause, 
head back to your home base. 
Get all the folks you can into 
your transport and head 


| ) Û (C Remember that it takes a 
while for your monk to ready himself for 
another conversion. Select the monk and 


look at the little hourglass icon — that 
tells you how long until he’s ready to 
preach his word again. 


»_ Carcanon shoreline. When 


northwest, hugging the 


you reach the end of Carcano, 
cross the river by heading 
southwest. Dock near a gap 
in the trees. 
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Unload your forces and send 

Tí the transports back for another load. 
A JL Build your military Meanwhile, head to the far west of 
buildings at the edge of the map — the map, where the twin roads lie. This 
the positioning limits the angtes is the ideal spot for your encampment — 
of attack for your enemies. 


plenty of space, gold, and trees. Set a 
Also, stick a lumber camp Wm. villager making a town center and then 
in the gap in the trees just x use your remaining wood resources to 
to southwest of your village. crank out some houses. By now you 
se, should have another boatload of 
“refugees” arriving. Bring them to 

& camp, then get the final load. 

Your first priority is to get food production going. Build a mill near the berries and 
start gathering. Grow to a force of twenty-five to thirty villagers, Build an archery range, 
stable, barracks, and siege workshop as soon as you can (the archery range and cheap 
archers are your first military priority, then a stable and knights). 

As soon as you can, take a pair of rams and four knights southeast to the walls of 
the city (you may want to scout ahead first). You'll notice a cutback in the wall just 
behind the twin gates. Move your rams in and start them working on the wall. The cliffs 
and the wall will provide great protection for your forces —just use your Knights to fight 
off any foes that might come calling while your rams are punching through. Milan won't 
repair the wall, so you've got your opening ready for infiltration. 


st 


Figure 12.8: 
This view shows the 


protect your rams from 


harm here. 


A Official Strategies & Secrets” to 


Microsoft® Age of Empires® LI: The Age of Kings” 


Your task now is to protect yourself 
from raids by Milan and the River Guard. 
A castle on the road to Milan (at the 
By now, your monastery southeast edge of your village) is a 
may have fallen to the River we good idea if you've got the stone. 

Guard. Build another near Ne Its time to build up a massive force 
your base and create a few he to protect your monks on their cathedral 
“hack-up monks.” run. Â force of about a two dozen 
knights and two dozen crossbowmen 
should do quite well. Arrange your force 
into several grouped strike teams, but don’t combine the foot soldiers with the cavalry — 
your horses must be able to move quickly. 


Erom the 
Designer 5 Clipboard 


l like this scenario because it requires altering your strategy several different 
times. You begin with a short land skirmish, followed by a naval engagement, 
an attempt to transport across the Oglio River, a buildup on the opposite side, and 
finally a full-scale invasion of Milan. On harder difficulty settings, l have seen Milan 
and the River Guard push back repeated attempts to build up on the southern 
landmass. 
— Greg Street 


Save the game now, 
1) because it's time to tackle 

| Ot The cathedral is only Milan. Sure, you could take 
accessible on the northwest and southwest _ = hours to build up a major 
sides —you may want to send in a “ zel / force, but the Imperial Age 
“sacrifice scout” to plan your march Wi A , Milan force will always be one 
ka lk Ro BLR {IA step ahead. Best to strike for 

force into the city proper. { ) the heart while you can. 

) Take four monks and a 
few knights, get them to the 
southwest of your wall breach, and hold them there. Now, take your major force, with 


jd. 
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at least four monks, and head for the gap in the wall. You'll want to get your monks to 
the cathedral as fast is possible, but send in a few knights to draw the enemy forces 
away. Now get your monks in close and start the conversion process. Keep them 
protected and watch out for those hand cannons! 

When the monks begin the conversion, a random number is generated that deter- 
mines how long the conversion will take — assume that you've got to protect them for 
about ten seconds (that's a long time when you Te under attack). If they fall, then the 
process begins again (that's why you have your reserve monks). Once the cathedral 
converts (see Figure 12.9), all of Milan is yours! 


Figure 12.9: 


The Lombard League 


___ Objectioes 


YW Construct a wonder within the city walls of Venice, Padua, or Verona. 


RBestrictions 
You begin the scenario under attack, but the full Teuton tech tree is available. 


Their Stance Your Stance 
Henry the Lion Ally Ally 
| Padua rn Enemy | Enemy me | 
‘Venice _ Enemy Enemy 
Verona _ Enemy Enemy mams 
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Map Dighlights 

You begin at the bottom southwest of the map, in a fortified village that's just about to 
suffer defeat. Northwest of your position is a small offensive Paduan encampment. 
Henry the Lion's fortified village is at the far west of the map. The river city of Verona is 
at the northwest of the map. Venice is just east of Verona (near the center of the map), 
plus they have a castle to the far east on an island (the Adriatic Sea takes up the east 
side of the map). Padua is to the extreme north. When the game begins, you can see 
some suggested building positions, visible because of the outposts. 


Battle Plans 


You don’t have too much time to think — and a lot of decisions to make — when this 
scenario starts. The second you have control of the game, grab your troops and villagers 
and get them to the transports. Dont think, just act (you've got about three seconds 
before your entire military is lost). 

Head northeast and forget about the horrors you just witnessed— you've still got a 
lot of work ahead of you. Just down the river, as it opens into the Adriatic, you'll meet 
up with the rest of your forces: transports, fishing ships, and warships (see Figure 
12.10). Your first decision is which destination to make your new home. There are 
really only two choices: north and south (the two north positions are really the same 
patch of land). Your initial concern is which offers the most defensible position; after 
that, you ve got to be able to launch a viable offensive. 


Figure 12.10: 
You'll me 
once you \ 


et your forces 
caped. The 
illed with 
villagers and military units. 


® 


transports are 


Î 


[he north position is probably a little less defensible, but it's far easier to launch an 
attack from there. We'll explore that option in this battle plan. 
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Take your forces north and 
get your folks out of the transport 
as quickly as possible. Set your 


| )0 (C One of the great 


things about this scenario is that warships up in a perimeter to buy 
you have two poss{ible starting you some time, and get to work 


locations and three possible ss 
targets — that means that ke v Á 
ved RS 
/, 


on a few quick tasks. First, build 
a town center. lf you land near 
the western watchtower, position 
ways to play this scenario. | the town center so that it supports 
Try them all! | gathering wood, stone, gold, and 

[ food rapidly. Next, build a dock 
and get your fishing ships 
gathering food. 

Now roll up your sleeves and get to work on some serious multitasking. Have one 
villager build up a nice block of houses; have another begin work on some guard towers 
at the promontories in the land. Set another villager (or two!) to work building palisade 
walls to block the two fords to the west of your land. 

Ás soon as you can, build the standard military structures: archery range, stable, 
and siege workshop (build a barracks if you want to, but it's not essential). If you need 
to, set some villagers mining stone to build a castle in a few moments. Create villagers 
until you have about 25 working away on gathering resources. 

Research the galleon and start building a sizable fleet—not to attack, but to defend 
from a sea invasion (the landmass ís so small that you can't avoid placing some struc- 
tures within range of Venice's navy). 


you've gotsixverydifferent  ®, 


4 


Nistorical Dotes 


lt ís interesting that Henry the Lion became as powerful and influential as he did 
and that Barbarossa could do little about it. Henry was the leader of the Guelphs, 
and controlled nearly as much land as Barbarossa. Perhaps Barbarossa feared open 
revolt if he took too active a stance against Henry's demonstrations. Henry even 
returned from his English exile to reclaim his lands. His feud with Barbarossa's 
family was eventually settled, as feuds often were in those days, with a marriage; 

Henry's son married Barbarossa's niece, Agnes. 
— Greg Street 


STUDIOS 


ANNEN Officiel Strategies & Secrets” to 


Microsoft® Age of Empires® LI: The Age of Kings” 


Your final initial move should be building a castle. The promontory in the south- 
west of your land protects you from the greatest variety of threats (see Figure 12.11). 
When you get the time and resources, protect your castle with some fortified walls. 


Figure 12.11: 
Your castle will take a lot of 


abuse. | pair of 
villagers ë to fix it up 
(just be sure you've got 


enough stone at the ready). 


With your infrastructure in place, 
1 ) 0 { build up a host of crrossbowmen to 
| Once you build a help repel attacks from the west. 
castle and roughly 24 minutes pass Also build a large force of mounted 
by, Henry the Lion will turn on you troops — upgrade to cavaliers (at 
and be your enemy. Ifyouchose least) as soon as you can. You'll also 
the northern position, though, kn Í want to cram a university into your 
he’ll prove to be little more OREN) settlement to research chemistry. 
than a nuisance threat. /, lj This lets you build bombard cannons 
at your siege workshop. 

Now that you have a growing 
military force, make sure that your 
villagers are cranking on all supplies (remember, you'll need 1,000 each of wood, 
stone, and gold to build that wonder). Your first task should be to get a wonder “bought 
and paid for.” Take a medium sized force, with at least four bombard cannons or three 
trebuchets, and head west, to the northern gate of Padua (this battle plan covers Padua, 
but experiment with the other possible locations). 


ä 
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Notice that there is a perfect place for a wonder in the northeast corner of their forti- 
fication (see Figure 12.12). Blast the buildings taking up your precious location, as 
well as the guard towers. Once you've done that, blast out a single section in the wall. 
Don’t run your forces in, but rather keep blasting away. Now, bring in a villager and 
protect him well. Have him run inside and hug the wall (out of range of the castle) 
and order him to begin your wonder. Hell start the process, but will probably die along 
the way —that's okay because now you've spent the wonder resources and won t have 
to worry about them later. 
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Figure 12.12: 
Almost done! The cavaliers 
the villagers, 
who are EE completion 
of the wonder. Notice the 
breach in the wall. 


are protectí 


The endgame is now pure 
Tí brute force. Bring in more 
je D Togoallout, havevillagers ‘* troops to fight off the Paduans 
build a palisade wall around their ze (and the huge number ot 
worksite—the Paduan walls and the EZ cavalry coming from the south) 
edge of the map will take care of as and siege weapons to take out 
two sides. ER. the castle. Keep fighting off the 
forces, and bringing in villagers 
(in small groups) to work on 
the wonder. 
stick to your plan and keep the villagers creating resources and the troops pouring 
in to defend that corner of the board. After what seems like an eternity, the wonder will 
be completed and the Lombard League will have to recognize Frederick as the only true 
emperor. 
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Designers Clipboard 


There ís not much you can do to save your initial town, but including that brief 
siege allowed me to show off a feature that we could not do in the first Age of 
Empires: start transports preloaded. There ís no “right” spot to rebuild. 1 have 
seen players fortify themselves south of the original town or directly across the 
Adriatic Sea. Remember that you don’t need to defend the wonder — 
just build it. So do you feel even the least bit bad for destroying all that 
priceless art and architecture in Venice? 

— Greg Street 


ja Barbarossa's March 


Objectioes 


W _Atleastten troops must survive to reach the Hospitaller camp. 


Bestrictions 
None (set-piece scenario —no player building allowed). 


Forces 

Their Stance Your Stance 
Constantinople Enemy Enemy 
Gallipoli Ally Ally 
Hospitallers | Ally Ally ai E EE 
Saracen navy Enemy Enemy EE. 
Seljuks = Enemy Enemy nj „n 
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Map Mighlights 

You begin at the far north of the map. The heavily fortified port city of Constantinople 

is just to your south. A force of Saracen camels and a castle is about halfway down the 
northwest edge of the map. Gallipoli is near the southwest corner. Most of the middle 

of the map (from southwest to northeast) is the Bosporus Sea, patrolled by the large 
Saracen navy. The Hospitaller camp is to the southeast. Most of the east side of the map 
is populated by the Seljuks, who also hold two castles to the north. 


Battle Plans 
This scenario is a maze of traps, each more desperate than the last, since you need to 
keep at least ten troops alive to stagger into the gates of the Hospitaller fortification. 
You begin with a sizable force consisting of paladins, crossbowmen, pikemen, 
trebuchets, siege onagers, elite Teutonic knights, and a trio of monks. The obstacles 
you face are many and varied, but one tactic rules supreme: take your time and move 
carefully. Unlike other scenarios, the opposing forces aren’t marshalling huge armies to 
hunt for you. They stay perfectly still (except the Saracen navy) until you stumble into 
their hornet's nests. 
Like the previous scenarios, there are several ways to play. This battle plan covers 
the more conservative approach, which is a slow and stealthy march to Gallipoli. 


pe Mistorical 1)otes 


Saladin was justifiably concerned about the sheer number of troops that the 
Sermans were bringing to the Crusade. By all accounts, the wars might have 


turned out very differently if Barbarossa's march through Anatolia had not been so 
ghastly. The loss of the Emperor himself, particularly in such a trifling manner, had 
a huge impact on the morale of the surviving German troops. 
— Greg Street 


First group your units into some formations that you can work with. When the 
scenario starts, the forces are nicely arranged, but impossible to control. Place each unit 
type into its own command group. Also group the monks, trebuchets, and onagers 
together. These are valuable resources that you’ll want to keep out of harm’s way. 
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Begin by heading down the western edge of the map. As you approach the ford to 
the south, you’ll discover a Saracen galleon. Either sprint past, or attack with onagers 
from a safe distance to destroy the ship. 

A little further on, you’ll find a house under attack by four elite mamelukes. Use 
your paladins to take them out and slowly advance your forces. Use a scout or paladin 
to scout southwest to flush out some more Saracen forces. Draw them to your main 
force and use your crossbows to chew them up. Now, slowly advance your trebuchets 
until youre in range of the Saracen castle and keep (see Figure 12.13). Unpack the war _ 
machines and set them to work while you send your paladins ahead to take out the pair 
of siege onagers to the northwest of the castle. 


Head across a short 


: stretch of desert and you'll 
Tip You may want to leave ten come to Gallipoli. Move a unit 
troops in Constantinople as “insurance” — to the north side of the dock __ 
that way, you can “clean” out the path to claim four transport ships. 
with the rest of the troops and have 1 Load up your forces — 

enough left to win the scenario. Just eed depending on how well 
remember to return a transport back to « ij me you've done so far, you may 
Gallipoli, or it will surely be destroyed. ‘ or may not have enough room 


in the transports (remember, 

“each can hold five units). | 
Place your siege weapons and 

monks in a single ship. | 
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lf you have room on your transports, head southeast from the port to look for the 
axemen and trebuchet stranded on an island — they'll convert to your cause when you 
approach. Don’t do this unless you have room. Once they've turned, they'll be killed by 
the Saracen navy if you leave them there. 

Head northeast, hugging the Gallipoli coast, and get past the Saracen bombard 
tower as fast as possible. Continue up the coast until you see the Saracen dock, then 
turn southeast and cross the Bosporus (see Figure 12.14). Look for a sandy beach that 
offers one of the few openings into the eastern desert. 


Figure 12.14: 
lt can seem like you re a 
million miles from nowhere 
when you're crossing 


unknown waters. 


pe Âs soon as you unload (do 
5 pl this as fast as you can!), you ll 

(Cammin u The Saracen 4, be set upon by your largest threat 
navy may or may not be interested in this scenario —a large Seljuk 
in your ships — however they treat nr force, replete with camels, 
you, there's not much you can do ín Al mounted archers, onagers, and 
transports, so move as quickly as bombard cannons. Take your 

you can and stay your course. horsemen and attack the onagers 
first, and then the cannons. Use 
your other forces to handle the 
camels and archers. Keep the ship with your siege weapons out of the fray (don’t 
unload it) until you've destroyed the Seljuks. 


\à 
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What follows now is more of a maze traversal than anything else. Be cautious and 
keep exploring the territory ahead. From your landing beach, enter the desert heading 
southeast. Once in the desert, head due east until you hit a small body of water. Circle it 
to the north and head east again until you see another small lake. Be careful here! There 
are enemies on both sides of you, and you want to make sure you keep the upper hand. 
Hold your “tender” forces back and advance along the north, tree-lined side of the lake. 
Á Seljuk force of mounted archers and a pair of bombard cannons will attack. Take out 
the cannon first and then lure the archers into a fight near your force (they have a castle 
just to the east — stay out of its range). 

Once you dispose of the ground forces, don’t worry about the castle (unless you 
just love using siege weapons). Wrap around the lake and turn south. You'll see access 
up to the bluffs, but the path ís blocked by trees. Break out your siege weapons and 
order them to attack the ground where the trees are. In no time, you'll have a clear path 
(see Figure 12.15). 


Figure 12.15: 


Ahead to your west is a force of four Seljuk bombard cannons and two camels. 
Rush them and take them out as quickly as possible. From here, head southwest. 
You're almost there now! Follow the ridge and you'll come to a slope that leads down to 
a valley packed with wolves. You don’t want to get ripped up by these beasts after the 
beating you've taken, so use whatever crossbowmen you have left and go hunting. 

Once you dispatch the wolves, take your rag-tag force and head due south. Soon 


you ll see the welcome sight of the Hospitaller camp. Head ín to the courtyard for a 
well-deserved rest. 


Chapter 12 
Frederick Barbarossa 


Erom the 
Designer s Clipboard 


There are so many little nooks and crannies to thís scenario that l forget them all. 
You can get an extra trebuchet down near the bottom of the map, on an island. You 
can also find some siege onagers in the upper-right enemy Seljuk castle and there 


are some Turkish horse archers willing to defect at the far north of the map. There 
“are a few monks to the east of the southern Saracen bombard tower. 


Lfhink it is worth invading Constantinople for the simple reason that the 
Byzantine transports hold more units than do those of Gallipoli. With the latter, 
you are forced to make several voyages across the Bosporus if you want to 
take all your units with you. 

— Greg Street 


Ehe Emperor Sleeping 


Objectiues 


WV _Donot allow the Dome on the Rock to be destroyed. 


E_ Deliver the body of Barbarossa (in the pickle barrel on the trade cart) to the Dome 
in Jerusalem. 


Bestrictions 
WE _Thefull Teuton tech tree is available. 


W_Ten-minute timer until Damascus and Saladin attack. 


Forces 
Their Stance Your Stance 
Damascus 8 Ally Ally 
Jerusalem Enemy ru Enemy 
| Richard the Lionheart Ally Älly 
Saladin B | Ally Ally 
ER 
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Map Mighlights 

Your small force begins at the far north corner of the map. The heavily fortified town 
of Damascus is to your south, ín the center of the map. Saladin's fortified holdings 
bracket Damascus to the left and right. Jerusalem is at the far south of the map. 
Richard the Lionheart’s small force is at the southwest of the map, just west of a 
Saladin double gate. 


Battle Plans 


You'll find thís scenario absolutely engaging because of the countdown timer for 
vour offensive buildup, the multiple avenues of attack, and the panic you'll feel as you 
try to rush Barbarossa's cart to the Dome. Plan on playing this scenario several times 
and exploring the many options. 

For this battle plan, we'll punch through Saladin's walls at the southwest. This 
avenue of attack allows you to take advantage of Richard's forces, and you have one 
less wall to burst through. 

Before we begin, let's consider the task at hand: you've got to deliver a helpless 
trade cart through two enemy fortifications. That means clearing a path to your goal. 
While you are doing this, the forces of two highly established military powers will focus 
on eliminating you. A daunting task to be sure, so let's get started. 

Get your war machine rolling the very first second you can. Don't even wait and 
listen to the voice-over —just get moving! Your villagers are arranged in four groups. This 
makes the opening chess moves very easy. Grab a bunch and set them to work on the 
gold vein. Grab another and set them to work on the trees to the west of your town 
center. Grab a third and start building houses. 


Iistorical Tates 


„sadly, Barbarossa's body, fished out and pickled in a vinegar barrel, was not 
preserved well. As the Emperor rotted and the smell became worse and worse, the 
surviving knights eventually had to give up on the idea of taking Barbarossa to 
Jerusalem and buried him in an unmarked grave by the side of the road. “Thus,” 

| Saladin said, “did God spare us the maleficence of the Germans.” 
— Greg Street 
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Grab your last group of 
villagers, military forces, and 
cart and make your way down 


Tip Grab your third bunch of 


villagers and tap the B key (for Build) and the northwest edge of the map. 
then the E key (to select house). You can Use waypoints to buy the few 
now click to place multiple houses. Your seconds of “autopilot” in which 
villager group will move from one house to zip back and check on your 
to the next, constructing them in order. ee Rf _villagers building houses. Once 
This will buy you some time to get B Gi vou've got enough houses for 
your other troops moving. EA a maximum force (75), head 
MB them north. Break down the 
ev. Walls to the pen holding 
the sheep and start making 
mutton. 
Advance your military 


force until just in sight of Richard's encampment, but no further (you'll trigger his 
attack when you move in close, and youre not ready for that right now). Now, get 
your villagers building a siege workshop (see Figure 12.16), barracks (for pikemen), 
archery range (for crossbowmen), and a stable (for knights). As soon as the siege 
workshop is complete, research the capped ram (this is really the only tech you’ll 
need to research in this scenario). 


INE ò Figure 12.16: 

Get your front-line 
villagers to meid a siege 
workshop first and 
research the capped ram 
immediately. 
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Once you Te finished constructing your front-line base, delete these villagers to free 
up a few more “slots” for military units. Now start ramping up your forces. As soon as 
you have a few capped rams, sneak them west around Richard's forces (to avoid the 
trigger), head them along the southwest edge of the map, and camp them near the trees 
just to the northwest of Saladins wall. 


You want to time things so 
that you trigger Richard's forces 
1) 0 t C and begin your attack on Saladin’s 
D | In many scenarios, wall with just about one minute 
catapulting siege weapons are a great left. As Richard's forces attack the 
asset; here, they'll only limit your gate and occupy Saladin, get a 
mobility. You need a fast and nimble large force down to your capped 
force. The capped rams are great eaf, Tas. You want to break through 
for the walls and taking out towers, he | ; the wall quickly and get your 
but beyond that, stick to highly ab: forces to the inner wall (which 

mobile units. will let you into Jerusalem). You'll 
have to move around a small lake, 
so move quickly (don't group your 
other forces with the rams!). Ilf you manage your troops well (and have built up a good 
production queue at your military base), you should be able to punch through the wall 
into Jerusalem before you are faced with the full fury of the Damascan war elephant 
assault. 

As you work through your initial assault, get the trade cart and a few protective 
units down south, to where you placed the rams earlier. This will give you a good 
clean run to the Dome on the Rock. If you've played efficiently, you can get a second 
reinforcing army to the first hole in Saladins wall and hold off the elephants from there. 
Remember, pikemen are your best weapon against elephants so have plenty of them 
(with crossbowmen to season the mix). 


Save the game before you 
{: pe make the run on the Dome. Let 
Tip Ifyou’vegotthetimeand — 4 b your instincts (you've no doubt 

the “spare monks,” try to convert the Ä j got great ones by now) tell 


attacking elephants before they enter vou when it's time to make 
the walls of the city. js the attack. You can outrun the 
elephants, and all you have to 
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do is get the cart to the courtyard in front. Settle your mind, grab your mouse, and make 
a run for the Dome to complete a mission Barbarossa himself never could (see Figure 
F2). 
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nr MET Figure 12.17: 
Le a The final run on the Dome! 
The cart is nearly 
destroyed, but the wheels 
should stay on just long 
enough to deliver 
Barbarossa's 


rotting body. 


From the 
Designer s Clipboard 


“_„teopied the corner of Jerusalem right out of the Saladin campaign just to satisfy 
those few players who noticed the consistency. There are multiple ways to spend 
your ten free build-up minutes. Most players throw down some houses and castles 
and prepare for the assault. Bolder players will build castles inside the Turkish or 
Saracen cities! Richard’s attack is largely for show, but it is possible to coordinate 
with him to knock down the Saracen wall. If Richard knocks down the Saracen’s 
wall, and you are really quick, you can get units all the way to Jerusalem before the 
initial ten-minute countdown is up. 
— Greg Street 


Behind the Scenes 
wich Ensemble 
Studios 


n Part IV, Bruce Shelley gives you a look at the history of the 
game, the process behind its development, and the people and company 
who created it. Chapter 13 takes you from an early assessment of Age of 
Empires’ strengths, through the game's development and beta tests, 


all the way up to a demo session for Bill Gates in August, 1999. 


Chapter 14 looks at how Ensemble Studios makes its games and explores 
the history of the company, as it evolved from a skeleton crew of five part- 
timers with great ideas toa world-class organization with a growing line 
of challenging games. Along the way, you'll get a look at a few prototype 


Age interfaces that were created early in the development process. 


Developing 
Age of Gmpires LI 
The Agt of Rings 
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e began considering a sequel to Age of Empires 
(AoE) before that game was completed, anticipating that it 
_would sell sufficiently well to warrant a follow-up product. 
The success of AoE only cemented our resolve to move 


forward with the sequel. 


The development of Age of Empires Il: The Age of Kings 
involved several steps. First, we had to analyze why the 
original game had been so successful so that we could be sure 
to incorporate those key elements into our plans. Then, we 
investigated and debated all possible topics and eras as well 
as refined our vision for the sequel. Finally, we dove into the 


design and development of Age of Empires Il. 


Chapter 35 
Developing Age of Empires LI: Age of Kings 


Analuzing the Success of 
flge of Empires 


Age of Empires became a remarkable success immediately following its release. At the 
time of this writing, A0E, the Rise of Rome expansion, and AoE Gold have combined to 
sell more than 3 million units. We wanted to understand clearly what elements made 
AOE so extraordinary. 


The Critical Elements of Age of Empires 


We determined that the following characteristics defined AoE, in rough order of impor- 
tance, and were most responsible for its success. [hese were rated for impact on a new 
player who would give greatest weight to first impressions. An experienced player of 
AOE would have a different hierarchy, probably ranking gameplay, random maps, and 
broad, deep game at the top. We analyzed in-game features only, ignoring for our 
purposes all the ways the game benefited by having Microsoft as its publisher. 


1. Greatfirst 15 minutes 
. Artwork 
‚ Good topic 


‚ Proven gameplay elements 


‚ Broad, deep game 


2 
3 
4 
>. Randomly generated worlds 
6 
Z. Broad appeal | j 
8 


‚ Quality product 
OQ. Good value 


Great First 15 Minutes 


The most important element of AoE was the ease with which a new player could begin 
playing and having fun. Sid Meier, the creator of Civilization, has said that the first 15 
minutes of a game are critical to its acceptance. AoE had a great first 15 minutes. The 
player's attention was focused on a small area of the screen where three villagers 
awaited commands. The interface was intuitive and driven entirely by the mouse. A 
frustrating interface can devastate the first impression of a game, but A0E avoided that 
trap. [he beginner quickly discovered interesting and useful activities for the starting 
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villagers. AoE began with an inverted pyramid of interesting decisions. The player had 
to make only a few decisions at first, but the number grew as his or her experience grew. f 

Real-time strategy (RIS) games have an advantage in creating interesting decisions 
because of pacing. Players have more things to do than they can manage, Choosing 
what to do first is inherently interesting. The well-conceived beginning of AoE engaged 
the new player ín fun decision making quickly, without a steep learning curve and with a 
minimum of frustration. 


Artwork 


The artwork in AoE was particularly important because this was our first game and 

we had to catch the interest of publishers, the press, and gamers. We chose a two- 
dimensional perspective with fully animated characters as the best look for both getting 
attention and ease of play. Under the direction of Tony Goodman, president of Ensemble 
Studios and art director for AoE, our art staff created a beautiful, engrossing world 

that players wanted to explore. They created lifelike creatures, realistically animated. 
These achievements helped players believe in the world. We had purposively used 
bright colors and minimized gore. The sun shines in A0E. lt is not a world of doom 

and gloom, dripping with menace. The graphics in AoE are simultaneously eye-catching, 
distinctive, and functional. 


Figure 13.1: 


Good Topic 


Our third critical feature was the topic of the game —the rise of the first great civilizations 
of antiquity. This was a big, non-niche topic with wide appeal. Our vision for AoE was a 
hybrid of existing successful games, especially Civilization and the better RTS games 
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already available. Consumers grasped easily the historical topic and the concept of 
blending ideas from Civilization with RTS. The vision for the game —an RTS game in a 
historical setting borrowing economic and empire building elements from Civilization — 
was clear. 

The historical theme differentiated Ao0E from competing RTS games, most of which 
had science fiction or fantasy themes. The feedback we received later indicated that 
many people tried AoE specifically because of the historical theme. 


Great Gameplay 

Once consumers had been attracted to AoE by the wonderful graphics and historical 
theme, they discovered that it was a lot of fun to play. This proved true for much more 
than just 15 minutes. The design incorporated many proven gameplay features that 
helped make it fun. lt was a “4X” game, allowing players to explore, exploit, expand, 
and exterminate. 


The hidden maps made 
the game a treasure hunt. 
1 ) 0 t The locations of important 
The easily understandable resources, strategic choke 

topic also meant there was no back story points, and enemies were 
to learn. Players seeing an archer or ke 7 mysteries to be solved. Anxiety 
cavalry unit knew instinctively whatto ®, | WREE ERNI le 

expect from it. {IR the limited resources and 
important positions. A good 
RIS game is an intense race 
against time. AoE began with 
an extensive and interesting build-up phase. Players took ownership of the physical 
empires that they created. The combination and balance of these proven features 
resulted in the addictive gameplay for which every game strives. 


Randomlv Generated CCorlds 
Âge of Empires generated excellent random worlds for both solo and multiplayer 
games, making AoE endlessly replayable. It never got stale. Expert players could not 
memorize the layout of maps. Every new random world offered a fresh “hand” to be 

| played. Experts developed flexible strategies, not perfect plans. A good mix of map 

| types was available, including coastal, inland, small islands, and others. This list 

| increased in the Rise of Rome expansion pack. Randomly generated worlds were a 
huge attraction for multiplayer gamers, partially explaining the tremendous popularity 
of A0E on the MSN Gaming Zone (the Zone). 
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Broad, Deep Game 

The great gameplay of AoE proved to be both broad and deep, and not exhausted in a 
few hours or days of play. The different map types and different civilizations gave the 
game breadth. The differences in units and technologies gave depth. The interrelation- 
ships of civilizations, technologies, and units were not readily apparent. lt took time to 
discover which units were the rocks, which the scissors, and which the paper. Mastering 
the advanced interface options and learning to play well was an extended and enjoyable 
experience. AoE remained fresh and challenging through many games. 


Broad Appeal | 
Age of Empires appealed to a broad audience. It was popular as both a multiplayer 
and solitaire game. Hardcore gamers would flock to the Zone or play on local office 
networks, while casual gamers, women, and children could play solo at home. This 
broad appeal was due mainly to three features: multiple victory conditions, levels of 
difficulty, and map types. 

Multiple victory conditions created 
different types of games in the AoE 

world. Conquest was not the only 

1ote We receïved lots play option. Playing a defensive or 
of feedback asking why there were economic type of game was possible. 
no women in AoE. Catching up Levels of difficulty meant people of all 
biologically, new villagers in AokK skill levels could be successful. Within 
appear randomly as male or female, a matrix of victory conditions, levels of 
plus one of our campaigns features difficulty, and map types, AoE created 
Joan of Arc. (In addition, Sandy a large variety of quite different gaming 


Peterson has always claimed We oe EE si of which appealed to 
| j a different audience. 


that “all horses are mares.”) jr kt 
Ouvalttv Product 


Á / 
| Age of Empires was perceived quickly 
D / by gamers and the press as a quality 
product, enhancing its reputation. Every aspect of the game was superior. The excellent 
artwork, interface, gameplay, and random maps have already been mentioned. The 
frame rate was above expectations despite the huge numbers of animated characters 
moving on screen. AoE supported three different resolutions that could be switched 
during play. The artificial intelligence (Al) did not cheat, yet played a challenging game. 
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Figure 13.2: 
The art in Ensemble games 
has been eye-catching, yet 
very functional. 


The original music score received many compliments. The sound effects and voice 
cues were easily recognized and informative. The scenario and campaign editors were 
| __easyto use and could be accessed from the main game menu. Large numbers of 
__consumer-made scenarios were subsequently made available on the Internet. The 
_ opening cinematic sequence set the tone. AoE was also technically clean, generating a 
very low number of customer service calls in proportion to the complexity of the 
product. The helpful user education material (produced by Microsoft) included 40,000 
words of historical notes (written by Ensemble). 
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Good Value 


Consumers who purchased AoE got great value for their money because there was a lot 
of gaming experience in the box. lt was an excellent single-player game (appealing 
mostly to casual gamers) and an excellent multiplayer game (critical for hardcore 
gamers). lt came with more than forty tested single and multiplayer scenarios. Players 
could design their own scenarios and campaigns using in-game editors. The random 
maps meant that new gaming experiences were endless. Few contemporary games 
delivered as much entertainment value. 


\Ì The Age of Kings Concept 


$ bj The first steps in developing what became The Age of Kings (AokK) were to choose a 
Ee zal topic and write a vision statement. From the vision statement came a preliminary 
design. With those steps completed, the team was assembled and a schedule put in 
place. We hoped to complete the sequel within a year, in time for the 1998 holiday 
season. 

The Appendix includes excerpts from a proposal for AokK that l distributed by e-mail 
to everyone at Ensemble in June 1997. lt is interesting to compare thís very early 
proposal to the final game. 


Choosing a Topic 
Choosing the Middle Ages as the topic for the sequel to AoE looks like an easy decision 
in retrospect, but we actually struggled with that choice for some time in the late 
summer of 1997, We chose to make an extensive list of possible topics and discuss the 
merits of each, rather than pursue immediately what many thought was the most logical 
choice, 

Although we were working long hours attempting to finish AoE, we took time for 
several company-wide meetings to discuss the merits of possible topics. We wanted to 
make the best possible choice after considering all the alternatives. Everyone at 
Ensemble was involved in this process so that they understood clearly why the ultimate 
selection was made. 
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We came back to the Middle Ages for 
: several reasons. First, the vision of the 
Í ) 0 te One alter- game was easily perceived and understood: 
native was a switch from the A0E gameplay moved to the Middle Ages 
organic look of horses and men with knights and castles. Second, this topic 
to a more modern topic that was historical and tied in well with the 
original game. The time period ot the 
sequel, roughly 500 AD to 1000 AD, was a 
J{ natural progression from the ancient milieu 
of AoE. The historical theme was valued for 
market differentiation and branding. Most 
importantly, we were enthusiastic about 
recreating this great time period. 


featured machines, such as 
tanks and other vehicles. 
This led to consideration 
of science fiction themes. 


The Age of Kings Vision 


À core team of leads and designers created the vision statement for AoK. This 
statement provided a brief but comprehensive picture of what the new game should 
include, how it should play, and how it should look, [he vision statement was the 
foundation of the design document and development plan for the game. 


Late 1997 Wisian Statement for 
The Age of Kings 


To keep the best parts of the Age of Empires game but extend and evolve it with 
selected changes and additions: improved interface, fresh visual look, enhanced 
tactical combat (formations and facing), new trade options, new diplomacy 
options, and a new. time period (Dark Ages through Early Renaissance) with 


appropriate cultures, buildings, units, and technologies. 
— Mark Terrano, Lead Designer 


Reading it now, we see that the game design met the vision in almost every way. 
One exception was facing. By this we meant that units being attacked from the rear or 
side should take extra damage or otherwise be penalized for fighting at a disadvantage. 
In practice we found that players could not see or understand easily what effect facing 
was having. Since it added no real value, it was dropped. 
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With the vision statement as our guide, we went to work planning art, fleshing out 
the design, and making improvements to the graphics engine that would drive the 
game. Our goal was to create a playable prototype as quickly as possible. 


The Development of Alge of | 
Empires LI: The Ageof Kings 


In the fall of 1997, the attitude around Ensemble was one of proud, though weary, 

confidence. The long effort to complete AoE was behind us. Starting from scratch, we 

had simultaneously built our team and validated our instincts and skills as developers 

by creating a critically acclaimed, blockbuster game. We were looking forward to AoK as 

a calm after a storm. We believed the sequel would go quickly and smoothly. Although 

AR the process proved neither painless nor quick, we reached our goal ultimately by devel- 
/ ï | oping a second extraordinary game. 


EP Off on che (Crong Foot 


ks Age of Empíres ll development was to kick off right after AoE shipped, but a number of 
' factors delayed it. First, everyone at Ensemble needed some time off. Many on the team 
had been working seven days a week and ten-plus hours a day for months to complete 
Ao0E. Officially, everyone was expected to take off one week with pay. 

We expected the team to roll right onto AoK but didn't make that happen efficiently. 
The AoK design was rough and needed time to take shape. People wanted to get reorga- « 
nized, learn new tools, set up new computers, and play someone else’s games for a 
change. We took long-delayed vacations. Together with Microsoft, we conducted a 
postmortem on AoE's development to improve the process. 


Sid Meier-on Lmproving HoG 


Back in March 1998, 1 spoke at length with Sid Meier concerning what we should 
do to make AoK better than AoB. Th@sum of his suggestions was to work toward 
maxíimizing the interesting thirigs the player was doing. Part of that was providing 
the interesting things themselves, and part was removing frustration or 
uninteresting tasks that distract the player from the good stuff. 
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After AoE shipped we began receiving feedback from players, mostly positive, but 
occasionally alarming. A succession of claims that AoE was fatally flawed or broken 
proved false. Eventually, however, a few important glitches were identified. Angelo 
Laudon, lead programmer, and other key team members were assigned to creating a 
patch. Until that was completed, one of our best programmers was not available for AokK. 


Figure 13.3: 
Because the scale of 
buildings in AoE was out of 


was larger and more 


proportional trees and 
structures. 


The art staff, led by leads Brad Crow and Scott Winsett, developed a new look 
featuring buildings and trees of increased scale. (he goal was to make AokK even more 
attractive by enhancing the realistic look that distinguished AoE. Units remained the 
same size, but buildings and trees were more realistic in proportion. [he increased scale 
allowed more building detail and animation. 

In October, we had a vision document that was the road map for the development 

| ahead, By December, the name Age of Kings had been vetted and approved by 
Microsoft. By January 1998, the designers (Mark Terrano, lan Fischer, and Bruce 

Shelley) had compiled a 200-page design document full of proposed new features. The 
| programming and art teams had ramped up to full steam. 

We worked on improving the graphic engine and implementing new features into a 
playable prototype. Flashy new artwork included gates (in walls) that opened and 
closed, as well as Brad Crows amazing animation of the trebuchet (large swing-armed 
catapult). As February 1998 came to an end, however, it became clear that we were 
significantly behind where we needed to be if we wished to ship AoK for the 1998 
holiday season. 
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The dilemma we faced in February 1998 was analogous to attempting to improve the 
picture on a television set by changing simultaneously all the controls and buttons 
available: brightness, contrast, vertical hold, etc. Once all controls were changed, it was 
hard to restore the original picture. Something similar had happened to AokK. We had 
changed so many parts of the game for the first prototype that the reassembled whole 
was difficult to evaluate. We couldn't tell what new parts were working and which were 
not. Our vision for the game called for carrying forward the same great gameplay of 
AO0E. We could not tell if we had succeeded because so many aspects of AoK's 
gameplay were new at that point. 

Through a series of meetings, often involving the entire company, we made three 
critical decisions that changed the development of AoK. First, we made Ensemble 
project manager Harter Ryan the producer for AoK exclusively, removing all other duties 
from his world. He became the final decision-maker in all cases relating to the game. 
Where parties disagreed on direction, it was his responsibility to weigh the options and 
choose. His decisions were final. 

Then we made the very difficult decision to slip AoK into 1999. At first we held 
hopes of completing it by the spring of 1999, but later it became clear we would need 
the summer, as well. We added the time because of our experience on AoE and our 
desire to spend several months testing and balancing once the features were set. The 
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decision was consistent with our overall corporate philosophy of creating games of only 
the highest quality. The game that we could have completed in 1998 would have been 
below our standards. 


In conjunction with the decision to slip, we made the related decision to develop an 
expansion pack for AoE. By this time, there were several indications that this was a 
prudent course. AoE sales were now beyond our most optimistic forecasts, making an 
expansion pack viable. The gaming public had detected some discrepancies in the 
balancing of AoE, however, and we wanted to make adjustments. Reviewers had also 
criticized AOE for some perceived shortcomings that could be addressed with modest 
effort. The concept of an expansion pack based on the Roman Empire was an excellent 
opportunity, bringing the timeframe of the earlier product right to 500 AD, when AoK 
began. The dual decisions of extending the development of AoK and creating the Rise of 
Rome Expansion Pack (RoR) became a win-win situation. We got the time to make AoK 
the game we wanted and we extended the life of AoE with the expansion pack. A0Ë, 
meanwhile, continued to be a top-selling game throughout 1998, The combined success 
of A0OE and Rok in the fourth quarter of that year suggested that it might have been 
premature to publish AoK in 1998 even if we could have. 

We put RoR in the hands of Tim Deen (programming lead), Sandy Petersen 
(design), Scott Winsett (graphics), and Greg Street (campaigns). They did an excellent 
job of keeping to the plan and getting it done on time. 

We forged ahead with AokK, empowered with the time needed to create the fantastic 
product we had envisioned. There were some big jobs ahead, however. 
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We made a series of important technical decisions about AokK that helped force the 
major schedule adjustment. First, we took the existing game apart and recreated it with 
the improved engine, but with no new features. We essentially hit the reset button to 
restore our television picture. From that point forward, new features went in one at a 
time. This plan let us isolate the feature and test it to be sure it was improving gameplay 
sufficiently to warrant inclusion. We made a priority list of features, implementing and 
testing as many as we could. We relied on our instincts as gamers to discard features 
that failed to meet our demanding criteria. Each feature, and the sum of features, had to 
contribute to a great game. 

Second, we elected to invest significant resources into several big jobs. These 
included the complete rewrite of code for the three largest artificial-intelligence (Al) 
tasks: unit pathing (how units find their way around the map when ordered to move), 
unit behaviors (orders and stances for individual units), and strategic Al (how the 
computer acts as an opponent). 

Some reviewers and web comments had dinged us about the unit pathing in AoE. 
The issue for us was that pathing was difficult to direct on randomly generated maps, 
and we didn't want to allow units to move through each other, as other games do. We 
had an excellent pathing solution, but it sucked up a lot of central processing unit (CPU) 
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power. We felt the pathing in AoE was acceptable in exchange for the other benefits of 
random worlds and using CPU time elsewhere. 
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Figure 1 Eed: 
AokK's programming team 


PROGRAMMING 


Pathing was greatly improved in RoR by simply assigning more CPU time to units 
looking for paths, but we wanted to do even better for AokK. Rewriting the code would 
make pathing even smoother, plus we needed improved capabilities to make formations 
work (formations arrange multiple units for better movement or fighting). Formations 
were an important new feature planned for AoK, so we took on the code rewrite. 
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We also entirely rewrote the code for unit behavior. We wanted the ability to set 
units on patrol or have them guard another unit. We wanted to set aggression levels for 
individual units (aggressively respond to enemy units, stand ground, etc.). 

A major goal was to improve the computer Al. Computer opponents had to play well 
on randomly generated maps and make competent use of the various units and features 
in the game. We believed we could differentiate AoK from competitors with computer 
opponents that were constrained by the same rules as humans, that could be fooled, 
and that didn't require sudden bursts of resources or units to remain competitive. The 
decision to rewrite and improve the strategic Al created the largest technical task under- 
taken for AoK. Mario Grimani designed our new expert system and Sandy Petersen 
wrote our random-map scripts, while Greg Street wrote the scripts for the campaigns. 
The total Al effort eventually called for more help, especially from Dave Pottinger, who 
had written the Al routines for AoZE. 

The expert system created much more 
challenging computer opponents. Now they 
were capable of changing their plans in 
response to game events. They employed 
Watching multiplayer games of all units available, had a clear but flexible 
computer opponents run at plan for trying to win the game, and 
very high speed with the responded well to what human opponents 
ervarener in ep}, were doing. If a human player was using 
MSP, cavalry with success, for example, com- 

) y) puter players switched to building units 

6 Zo particularly useful against cavalry. As AoK 

neared completion, the scripts written by 
Sandy got more devilish. In the space of a 
few weeks, Brian Sullivan (co-designer of AoE) went from being able to beat four 
computer opponents at Hardest to having his hands full with two at Hard. 

Another big job undertaken was tile blending, the blending of terrain graphic 
textures. This technology allowed a gradual transition from one terrain type to 
another — grass to desert, for example. Instead of a one-tile-wide margin between grass 
and desert, the margin was extended so that one terrain type gave way to the other 
gradually. [ile blending was part of our goal to achieve even greater graphic realism than: 
that seen in AoE, but it also saved our art group from a tremendous amount of work. In 
AOE we had to create dozens of margin tiles to use when one terrain type gave way to a 
second. This was now done on the fly by the new code. Tile blending was the work of 
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Petersen and others 
improve their Al scripts. 
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Matt Pritchard, who was responsible also for the elegant outlining solution to the 
problem of seeing objects behind the newly enlarged buildings and trees. 
Early in 1999 we took on one last big 
job — making the single-player campaigns 
more interesting and compelling. We chose 
| )ote We dehated the to build our campaigns around individual 
inclusion of King Arthur, and heroes from the Middle Ages to create 
whether to build a historical or stories more attractive to the casual gamer. 
fantasy campaign around him. We then went through the process of listing 
Internet research revealed the great heroes of the period and ranking 
virtually no historical evidence them for recognition and story. Being aware 
that King Arthur existed. We of the incredible success of AoE in Europe, 
chaae te incureas Bdhake especially Germany, we chose Joan of Arc, 
ee Frederick Barbarossa, Genghis Khan, and 
figures and events, 
‚ Bn ‚_ Saladin for the campaigns. 
NS wann sanne ci b 7 | Greg Street and Chris Rippy took on the 
optiou for later | FM. task of creating our historical campaigns. 
consideration. We modified the map editor for new capa- 
bility, icluding event triggers and voice 
messages, Greg researched the heroes, 


scripted their stories, and created compelling campaigns for each. These scenarios had 
to be constantly adjusted in response to testing and Al improvements that changed 
relative levels of difficulties. Chad and Eric Walker, the second set of brothers working at 
Ensemble (the fabulous Rippy Brothers — Chris, Stephen, and David —of our sound and 
music department were the frst), created artwork illustrating the campaigns. We were 
able to locate voice actors locally for story introductions, except for a Mongol actor who 
we had to import from Seattle. 


Usability testing by Microsoft revealed 
that people with no gaming experience 
| )ot C had difficulty getting started with all RTS 
Ensemble Sound _ games, including AoK. To improve acces- 
Director Chris Rippy created 4 . sibility, we simplified the interface and 
over 1,500 different sound , | designed an interactive tutorial campaign. 
effects for AoK. How many _— SÁ pe By playing these very simple introductory 
can you identify? | scenarios and following the voice instruc- 
tions, absolute beginners were able to 
learn how to play and have fun. 
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With these last big jobs under way, we moved toward our release to manufacturing 
(RTM) date in September 1999. 


The last year of AoK development was a period of furious activity. Completion to 
schedule and to our standards required ultimately what Joe Ybarra, an Electronic Arts 
co-founder and new producer at Ensemble, called the student-body-left approach (from 
a football play where the entire offense shifts to one side of the field, blocking for the 
ball carrier). All development personnel at Ensemble were working on AokK during the 
last several months. Our art team polished unit animations, buildings, terrain objects, 
and interface graphics to their very high standards. Programmers without direct respon- 
sibilities helped fix bugs. Everyone tested at least once a week, providing feedback to 
lan Fischer so that he could make necessary adjustments to unit statistics (hit points, 
speed, etc.) and civilization attributes. By involving our whole team, we got feedback 
from both our casual and hardcore gamers. 

lan generated change summaries 
almost every week (see the sidebar), noting 

| ) ot C what adjustments had been made to the 
Á To conclude a game. He also published revised technology 

long-running discussion on the trees and documents outlining playtesting 
relatfve size of our new buildings focus for the coming week. lan, Mark 
and determine an acceptable Terrano, Greg Street, or Sandy Petersen 
footprint for them, Harter usually managed playtest sessions. After 
Ryan forced everyone to . _atwo-team, eight-player game in our test 
only play at 800x600 | ien, & lab, the managing designer would collect 
Rs Vj imeressions, bug reports, and comments 

, Bi) about an area of the game being examined 

Á in particular. This information was used to 

adjust numbers in the database. 

While forty-plus Ensemble people 
worked on AoK full-time, mostly in Dallas, Microsoft had a team working as well. Tim 
Znamenacek, AoK Program Manager, had a dedicated test team checking our versions 
against the design document. They created the setup and installation routines. Tim 
worked with the Microsoft teams managing localization into multiple languages and 
producing user education materials (in-game rollover help, manual, and technology tree 
foldouts). We provided historical notes from our extensive research of the Middle Ages. 
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Exeerpts from AGE2 Change 
Summary, 05 Map-og Vlau, 1999 


vv Amount of gold per lump increased, number of lamps placed reduced. 


$y _Man-at-Arms upgrade cost increased. 


w Murder Holes technology migrates back to Ath age. 
(Note: by the game’s release, itwas back in the 3rd age again!) 


mt 


w_ Tower bonus attack against ships increased. 


\y _Bombard Cannon unit cost increased slightly, shot arc increased, shot 


speed reduced. dd 
w_Byzantines get Heavy Plow now. | - …e TEE 
Ren _ ’ ' ze P 
\_ Camel price and performance reduced; build speed increased. Pas N we 
0 
w_ Elite Huskarl pierce armor reduced. | ‚4 
vw Longbow gets +1 attack; Elite Longbow +1 building attack. 4 1% 
wv _ Capped Ram technology cheaper, researches faster; Battering Rams build faster. % | Ne 
| 
wv _ Defensive technologies moved to Blacksmith returned to University; first tower A 
upgrade cost reduced. | 
—lan Fischer k 
Testing and adjusting was crucial to the 
1) final polish that we insist each of our games 
ote By the middle receive. Testing for AoK was conducted not 
of August 1999, we had ed only in-house, but also at Microsoft and 
recorded over 4,200 AoK P * with selected groups of gamers. Microsoft 
bugs; 1,800 of those had Nici | | had a dedicated team of players respon- Î 
| been resolved in the V} k __sible mainly for technical testing, but also en | 
| previous 30 days. 3 commenting on gameplay, finding bugs, vri BÀ Reen 
| | and verifying bug fixes. This group included 
| some well-known AoE multiplayers = b 
| including Kevin Holme (the Sheriff) and À 
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Matt Scading (Maimin Matty). Matt had won the Zone's Rumble for Rome tournament, 
besting 700 entrants, including the Sheriff in the finals. 


We enlisted the help of several other expert A0OE players by creating what we called 
the Alpha Group. These experts were given an early version of the game. They matched 
off at a private lobby on the Zone and then sent their comments to both Ensemble and 
Microsoft. This group of experts gave us great feedback on the hardcore multiplayer 
experience. 

Microsoft then set up a beta test program that went nationwide in July. We were 
astounded to learn that there were 160,000 entries for a chance at the 300 beta test 
slots. Beta testers could also play multiplayer at another private Zone lobby. 
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The largest test group was at Microsoft in Redmond, Washington. A huge number of 
people there were playing early versions and providing feedback. We heard of Microsott 
managers asking the game unit when AoK would go into beta. [hey wanted to make 
schedule adjustments to compensate for anticipated time lost playing AokK. 

By the middle of August 1999, we submitted a zero bug release (ZBR) version to 
Microsoft for technical. We went off crunch time then for a few weeks, certain that the 
game would ship on time. Tony Goodman and 1 demonstrated AoK for Bill Gates on 
August 23 and were able to say with confidence that AoK would be on store shelves in 
October. 

We are quite proud of AoK and believe it is a worthy sequel to AoE. We set out to 
improve the original in every respect, while retaining what made it great. We believe 
that we accomplished those goals and hope that many, many gamers around the world 
agree, 
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he interactive games business has been under- 


going rapid growth and change for several years, and even 


bigger changes may be in the offing. Discovering how to 


develop great products consistently, however, remains the 
fundamental challenge of our industry. Many of the games 
published each year are still mediocre by any measure. The 
top-tier products reap most of the rewards. Throughout the 
industry, companies of all sizes search tor dependable models 


for both developing and publishing successful, guality games. 


Ensemble Studios came into existence because they had à 
dream and a plan for how quality games could be developed 
consistently. This chapter explains the design philosophy 


that guides every single decision at Ensemble, 


of fifty making the world's 
most popular games. 


— Bruce Shelley 
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The Ensemble Studios 
Design Philosophu 


Ensemble Studios is dedicated to developing games of the highest quality that appeal to 
a large audience and achieve blockbuster status. Everything else important to us, such 
as having fun, making a good living, and taking pride in our work, flows from that 
single principle. Over the five-plus years of our corporate existence, we have established 
processes and standards that constitute what we consider our design philosophy —the 
Ensemble Studios Way. We believe that using this philosophy to guide our work is the 
best path to success. 


Topic, Vision, and “Kitlc 
Our games begin with a topic, vision, and title. The topic must have wide appeal and 
easy recognition. It can't be a niche topic or one that mentally turns off a large segment 
of the potential audience. When any developer sets out to create a game for the per- 
sonal computer (PC), the potential audience is every owner of an operating PC in the 
world. The moment you begin making decisions about the game, however, (topic, 
genre, gloomy or bright, level of gore, historical or fantasy) you begin losing potential 
customers. We want topics that can hold on to a large share of the audience because we 
know more audience-shrinking decisions must be made at points throughout the 
process. We want exciting gameplay visions to light up in customers’ minds when they 
hear the topic presented. The topic must set off visions in our minds also, that we can 
distill and capture within a single-sentence or short-paragraph vision statement. This 
statement must summarize the game and guide us throughout development. The first 
test for acceptance for any proposed feature or game operation is whether the new idea 
is consistent with the vision statement. We invest a lot of time considering the vision 
statement and more complete vision document. Our entire company is involved in the 
process. We want everyone on the team bought in and enthusiastic about where the 
game is going to go. 

À great title is a phrase of only a few words that sums up the topic and vision for a 
game. (he title is a far less important prerequisite for development and usually changes 
at one or more points along the way. We called Age of Empires (AoE) either “Dawn of 
Man” or “ribe” for most of its development, and then finally just “Age.” Age of Empires 
ll: The Age of Kings was called originally either “Tribe 2” or “Age 2” in house. 
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With a topic, vision statement, and working title set, development moves into the 
skeleton-team phase. 


The Skeleton Eeam 


The programming, art, and design leads plus a small staff begin the actual production 
of the game as a skeleton team. During the skeleton phase, this minimal team tests 
concepts, builds a game framework, and prepares for a full team to come on board 
efficiently. When the skeleton phase ends, we may have a working prototype to play, or 
at least be able to play some aspects of the game. We have established the look and feel 
of the game and understand how all significant technical issues will be resolved. Before 
committing the tremendous resources of a full team, we want confidence that we can 
produce the game originally envisioned. 


we had our own game 


engine running. 
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[he game design document becomes the blueprint for development, listing all game 
functions and all game objects, and how they will work. This document is based on both 
experience and imagination. Few games are largely innovative; most are primarily 
derivative. We consider our experience with a variety of board and computer strategy 
games, and make lists of what we like and don't like. We make lists of what competing 
games are doing well and what they don't do well or at all. 

Most important is the list of what the competition is not doing or not doing well. This 
is a list of opportunities, features that can differentiate and distinguish our game. ltems 
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on this list for AoK include random maps, multiple victory conditions, the 2D per- 
spective view, the AokK graphic look and feel, levels of difficulty, non-cheating artificial 
intelligence (Al), the historical theme, formations, and our build-up phase of play. 

During the skeleton phase, we also write the technical design document and art 
plan. These outline game tasks for programmers and artists, helping our producers 
assemble budgets, schedules, and the personnel for the full team. 

The skeleton phase for AoE lasted approximately one year. The designers fleshed 
out their documents while the programming leads constructed the engine and database, 
and the artists created sample animated units, buildings, and terrain. By theend ofthe 
year, we had found enough talented people to consider the project under way with a full emee he” 
team, although that team continued to grow until the game was completed. | d 


Figure 14.2: 
Sketch art is the first step 
when creating new art or 

cinematics for the game. 


The skeleton phase for AoK was much shorter, partly because we didn't split off 
a skeleton team as AoE neared completion. Those people were needed to finish AoE. 
[he skeleton phase of our third major game was also delayed by the maximum effort 
we thought necessary for AoK. 


Garlu Prototuping and the Evolutionary Process 
We believe in early prototyping. We are just guessing about whether a new game is fun 
or not until we play it. Our experience indicates that game design is something like 20 
percent inspiration (researching and planning the design document) and 80 percent 
perspiration (playing and adjusting). We strive to get something playable as soon as we 
can, then rely on our instincts as gamers to judge what is working and what is not. From 
the first playable prototype, the game evolves through testing, adjusting, and retesting. 
By following the instincts of our experienced team and taking the time to test 
thoroughly, we can ensure that the final game is fun. 


Figures 14.3-14.7: 
ed while developing Age of Empires. 
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For the evolutionary design process to succeed, the instincts of the team must be 
sound, and the time must be available for the game to become excellent. Applying poor 
or narrowly focused instincts, or cutting short the evolutionary process, leads to flawed 
games that are not fun or not fun for a large audience. Breakdowns at this point are the 
number one reason why many published games are mediocre. Early prototyping simply 
lengthens the testing and adjusting period. Games that reach a playable condition late in 
development run out of time and resources before they can be evolved into great games. 4 Ì 
Games shipped in an incomplete state are doomed to fail. van 

Both AoE and AoK were playable for most of their development. [his was especially 
crucial for games such as these that require extensive balancing of units, technologies, 
and civilizations. 

Evolutionary design ís the best process for creating extraordinary, fun games. 

[he downside of the process is that it is unpredictable. lt becomes possible to predict 
accurately when the process will be complete only when you get near the end. Deep 

in the process, you can only guess when you might be finished. This attribute of the 
process drives management and accountants mad. Our view is that extraordinarily 
good games that ship late make up lost sales in the long run. Mediocre games that ship 
on time are disasters. 


Artustc Design EAN 


The signature of Ensemble games to date has been stunning graphics. This was planned Ne { ‘ 
from the beginning for three main reasons. 

First, we had to catch the eye of a major publisher when we were starting both our 
company and first game. A major problem for a new developer ís finding a publisher for 
games. Stunning graphics are the first thing anyone looking at early AoE prototypes 
saw. Very attractive graphics, significantly different than any potential competitors, got 
us the opportunity to show our game to Microsoft and other publishers. 

Second, great graphics also attract the eyes of the press and gamers. A well-known 
British journalist told us that he predicted to colleagues that AoE would be a hit just by 
looking at the detail and care taken with early promotional screenshots. Those early 
shots set his expectations for the look and feel of the game, and the vision in his mind 
was an exciting one. 

Third, the realistic look contributes greatly to players forgetting they are playing a 
game. [he bright and inviting worlds we have created help us reach a broad audience, 
including women and children who are not part of the traditional real-time strategy 
(RTS) customer base. The worlds created by our graphics are bright and inviting places. 
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Ä look d 
from sketch to wireframe 
to animated character. 


The graphics and interface design of our products were conceived largely by Tony 
Goodman, Ensemble president and interim art director. Tony drew on his previous 
experience developing award-winning business software, also distinguished for clear 
graphic design and simple interface. We were committed early on to game interfaces 
that were intuitive and entirely mouse driven. The bright colors of our games were 
another of Tony's contributions. We now believe the bright colors make our games more 
lively and fun, while also distinguishing them from the preponderance of dark and 
gloomy games. 

Our art staff is relatively young and most are graduates of the Art Institute of Dallas. 
They take extreme pride in their work, and it shows. It shows occasionally on our 
bottom line, as well, when art pieces are redone three and four times. We may get 
smarter about that process, but we plan to continue encouraging taking pride in 
individual and group accomplishment. 

We take pride in all aspects of our games, but especially our art because it is 
visible up front. Our intention is that our future games will carry on the tradition of 
stunning and informative graphics that create worlds in which gamers want to seek 
adventure and fun. 


Commitment to Ouvalitu 

The overarching theme of our design process is commitment to quality in every aspect of 
our products. This is the mantra of our entire staff, starting with our management team 
and working from there to our leads, veterans, and newcomers. A reputation for doing 
quality work ís like a reputation for having integrity: one misstep and it can be lost. 
Everyone on our staff is a quality inspector. 
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Figure 14.9: 

The promotion and 
marketing of our games 
calls for additional artwork 
beyond what appears in 
products, such as this 
battle scene. 


This commitment pervades our development process. We are our own harshest 
critics. As passionate and demanding game players, we want our products to stand out 
among the competition. We make the required commitment in time and effort to reach 
that quality standard. 

Striving for quality was the driving force behind our investment in an entirely new Al 
system for AokK, behind multiple iterations in art objects, a major effort to improve the 
interface design, the investment in a comprehensive tutorial campaign, and endless 
hours of testing. 
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Figure 14.10: 

ÄoE'’s units showed 
remarkable detail and 
animation in comparison to 
the units in other RTS 
games. 


We have been more fortunate than some developers because of our relationship 
with Microsoft. They have the understanding and resources necessary to back this 
effort. 


Palish 


Both AoE and AoK were very good and reasonably complete games several months 
or more before actually being published. We spent most of those additional months 
applying what we call the polish to our games. This period is the culmination or fine- 
tuning of the evolutionary design process and we think it is critical to reaching our 
product goals. 

Our R[S games have featured subtle balancing between both the different civiliza- 
tions that can be played and the relationships between the different units that can be 
built. We want no civilization to be the clear choice for all players. We want no unit to be 
all-powertul and the key to winning. We believe the rocks-paper-scissors relationships 
between our units help keep our games interesting to veterans for a long time. Achieving 
balance in those relationships is part of the polishing process. 

We schedule a polishing period at the end of our development process. While the 
testing and balancing proceeds, we take the time to make other improvements to art, 
interface, and Al. We believe taking this time is the difference between a really good 
game and a really extraordinary game. Applying polish ís costly, and many developers 
and publishers can't, or just don’t, make that additional investment. We believe that 
extra work is extremely valuable. lt ís our view that we can't afford to not invest the time 
and resources in polishing our games. 

Ensembles philosophy of starting with a clear vision for a game, then providing the 
talented team with the resources and time needed to polish the game until every 
element works well has resulted in two blockbuster games. We're gamers who know 
what we want, and our infrastructure and Microsoft alliance allow us to deliver. 
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The Mistoru of Ensemble Studios 


The history of our company is mainly a story about assembling a talented team of 
people who wanted to make the best games in the world. It is also the story of a 
company culture that brings our team together as a family to meet our common goals. 
lt is also the story of products that define who we are to the world, and of a business in 
the great American tradition of having a good idea, working hard, and becoming 
successful. 


People First 


Our company came into existence during the winter of 1994/1995 under the direction 
of Tony Goodman, our president. At that time, he was chief executive officer of 
Ensembie Corporation, a Dallas software consulting firm that he had founded several 
years earlier. Building a game development company had been an abiding dream for 
him. He was the entrepreneur and visionary who foresaw how a special studio could 
be created and then assembled the team to make it happen. 

By February 1995, there were five people working part-time for Ensemble. They 
were Tony, Rick Goodman (Tony's brother), Angelo Laudon, Chris Rippy, and myself. 
All but myself were Ensemble Corporation employees, and all of us would become full- 
time Ensemble team members. By the time we finished AoE two-and-a-half years later, 
there were more than 20 employees. By the time we finished AoK two additional years 
later, there were nearly 50 employees. But the history of the relationships that make 
Ensemble special began long before that first winter. 

lmet Tony and Rick at a game club sponsored by the University of Virginia in the 
late 1970s. Although our paths separated, we got in touch again fifteen years later 
when [ony began calling me to discuss the game industry and game development. 

While living in Connecticut prior to their years in Virginia, Rick and Tony made other 
friends who became key Ensemble teammates. Brian Sullivan and Jeff Goodsill were 
Rick's schoolmates. Brian was a co-designer of AoE and became one of our senior 
managers. Jeff became our general manager. John Evanson, one of our most talented 
programmers, lived down the street from the Goodmans. Similar friendships have 
reinforced the Ensemble family atmosphere that Tony has fostered. Brad Crow was 
recruited out of the Art Institute of Dallas as our first graphic artist. Tony talks about that 
event as Ensemble hitting the lottery big time. Brad is an extremely hard worker. One of 
his best pieces of work was recruiting friend and fellow artist Scott Winsett. Those two 
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set the standard for our graphics and animations. Since then, we have hired a dozen 
more Art Institute graduates, many friends of friends. 

Programmers Tim Deen and Dave Lewis were working for another developer in 
Dallas and had become friends of Tony over the years. Mark Terrano also came over 
from Ensemble Corporation. He recruited Harter Ryan, a friend from his Mobil Oil days, 
and Roy Rabey, a fellow computer buff from his days in New Orleans. Chris Rippy's 
brothers, Stephen and David, compose our music. l knew Sandy Petersen from our days 
back at Microprose. Bob Wallace, our strategic officer, is a successful Silicon Valley 
entrepreneur who went to college with Tony s stepfather. 

Great people also came to us from out of the blue. Mike McCart created the first and 
greatest AoE web site as a hobby. He left a twenty-five-plus year Coast Guard career 
behind to become our web master. We found Dave Pottinger and Herb Marselas at game 
developer conferences. Trey Taylor called our offices late one night on a whim after 
visiting our web page. Matt Pritchard answered the late night call and encouraged Trey 
to send in a resume. 

lt has been our good fortune to find talented people who fit in well, many of whom 
were friends or even family. 


‘Culture 


Creating a company culture that was productive, supportive, encouraging, and com- 
fortable has been one of Tony Goodman priorities from the beginning. Everyone at 
Ensemble takes part in major decisions, including the selection of game topics, creation 
of game visions, and recruiting. We want everyone to feel they are part of the major 
processes that drive our company. Team members are encouraged to speak up, and 
thetr opinions are important. 

Tony's vision was to create a work environment that people wanted to stay part of 
for the long term. The game industry is notorious for turnover. We have had only one 
permanent resignation from our development staff since we began business. We want 
our people to think of working here as a career job, where they can share in the fun and 
rewards of doing something special over the long haul. 

One goal of our company mission is to retain the best talent we can find after 
attracting it. A fun and supportive work environment adds to more traditional benefits 
like good salaries, a great office space, the best equipment, staff trips to the Electronic 
Entertainment Expo, and sharing company ownership with all employees. This 
emphasis on culture has resulted in the development of fantastic products and the 
joy of being part of a great team. 
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Business 


Ll don’t recall whether Tony or Rick Goodman had the original idea of blending some 
parts of Civilization with concepts from the best RTS games to create a vision for AOË. 
This vision was clear, and we were excited about its potential. lf-we had known that 
development would take nearly three years, we might have hesitated. We also did not 
dream it would sell over three million copies. 


Figure 14.11: 

This title screen art was 
used in presentations 
before Age of Empires got 
its name. 


We developed AoE at our own expense for a year, and then were spun out of 
Ensemble Corporation. In November 1995, we made presentations to several major 
game publishers. l remember traveling from coast to coast with Tony and Rick in one 
hectic, thrilling week. Tony had begun talking to Microsoft over a year earlier, and a 
short visit to our offices by some of their game people had landed us an invitation. They 
were by far the most proactive of the publishers we met, and we were very pleased to 
reach an agreement with the largest publisher of software in the world. 

Ä great concept, plan, and effort brought AoE to completion in September 1997. lt 
took an enormous effort that strained our family culture. We had to work incredibly long 
hours for several months to bring it home. But we had the satisfaction of being the 
equivalent of a world champion team. 

As discussed in the previous chapter, we were confident that AoK would go much 
more smoothly. Our high standards required that we stretch the envelope once again, 
however, and development of AoK was nearly as demanding as for AoE. 
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We consider AoK a triumph, however, and a clear validation that our design 
philosophy and company culture work, We are passionate gamers certainly, but 
practical business people, also. For the near term, we intend to continue creating 
products that we are excited about and that have excellent prospects for success. 

We will be creating more RTS games because we think we do those well. Our plans 
for the future also include riskier, innovative projects that have the chance of creating 
entirely new gaming genres. We're looking forward to the ride. 


hat follows ís an e-mail Bruce Shelley sent 
around Ensemble Studios in June 1997, with an early 

proposal for Age of Kings — Age of Empires and its sequel were 
called Tribe and Tribe 2 back then — and a series of historical 
notes covering military, economic, technological, and religious 
developments in the Middle Ages. t's interesting to see what 
changed over the two years that followed and which ideas 


were reflected in the finished game. 


<p <p <p 


Below are some thoughts about setting Tribe 2 in the Middle 
Ages. This includes some background historical information 
and some thoughts on where thís could differ from AoE. 


lfwe decide that this idea ís worth 
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include a rough tech tree, 
listing of victorypoints 
and victory conditions, 
and listing new significant 
game rules. 


Bruce Shelley 
June 16, 1997 
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Tribe >: Age of Kings, 
soo to 1500 HD 


W_Amutltiplaver real-time strategy game based on the Middle Ages. 


W_Builds on the gameplay of Age of Empires, including the combat mechanics with 
some changes, and adds more depth in the areas of economics and politics. 


W Includes different cultures such as England, Wales, Scotland, France, Germany, 
Italy (the Pope?), Austria, Muslims, Ottoman/Christian Spain, Hungary, 
Byzantium (Eastern Roman Empire), Japan, China, Norsemen (Vikings from 
Norway, Sweden, and Denmark), and Mongols. 


Iistorical Setting 


From 300 to 500 AD, Europe was overrun by successive migrations of barbarians from 
the East that destroyed the Roman Empire and civilization in the West. Civilization was 
gradually restored, but this took time. Europe coalesced into larger and larger kingdoms 
that became the European countries of today. By 1500 AD, Europe was on the verge of 
dominating the world. 

Other key events of the period in Europe: 


Christianity spreads gradually throughout Europe: Pope in Rome is region’s 
spiritual leader. 


$ Eastern Roman Empire, centered at Constantinople, struggles against barbarians 
and Muslims. 


Muslims erupt out of Arabia after 700 AD and conquer the Middle East, Turkey, 
North Africa, Spain. 


Charlemagne establishes the Kingdom of the Franks and becomes Holy Roman 
Emperor around 800 AD. 


4 
4 
\ _Vikingraids begin around 850 and rage for about 150 years, paraly zing the devel- 
opment of Europe. 

3 


Harald of Norway fails to conquer England in 1066; Norman Conquest succeeds 
several days later. 
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Crusades: European armies attempted to wrest control of the Holy Land from 
Muslim conquerors. 


Opening of trade with the East through the Eastern Mediterranean leads to the 
growing wealth of Italian city-states and the Renaissance. 


Drought and plague, striking around 1350, killed approximately 1/3 of the 
European population in a short period. 


themselves. 


The Reconquista (recapture of Spain from the Muslims that was completed in 
1492). 


4 
d 
4 
W _Mongols invade Europe from the East and are stopped only by infighting among 
4 
W Ottoman capture of Constantinople in 1453 ends the Byzantine Empire. 


raand 


The mounted soldier, or knight, dominated warfare until the advent of gunpowder 
late in the period. 


had 


Across most of Europe, the countryside was divided into small political and 
economic units ruled by a warrior at the top. 


< 


Warrior holdings were united through vassalage into a hierarchy with the ultimate 
strongman, the king, at the top. 


« 


As the economies grew in agricultural power, increasing wealth and population 
made possible large armies of knights, supported by armored footmen, peasant 
levies, bowmen, and crossbowmen. 


Castles were important defensive works and the home of the warrior rulers. 


Siege warfare was important but had not advanced beyond the skills of the 
ancients. 


Â new industry for making armor and weapons evolved. 


Knights fought with the lance in charges, then with swords, maces, and flails in 
close combat. 


« < € « € 


Â code of chivalry evolved that directed the behavior of the knight class. They were 
to be protectors of the Church, the weak, and the helpless. 
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Emer Mühtaro Specialties 


WF _English/Welshlongbowmen (Robin Hood). 

Japanese Samurai. 

Mongol hordes of cavalry archers firing composite bows. 

Norse raiders from the sea. 

Janissaries (an elite corps of Ottoman troops raised in the 1 3th century). 
Spanish swordsmen. 

Swiss pikemen. 

Teutonic knights. 


Polish cavalry who wore racks of metal feathers on their backs for the sound effect 
in battle. 


Hussite war wagons. 


Doteworthu Militarn Figures 


Richard the Lionheart (England) 
Charlemagne (Charles the Great) 
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Harald Hardrada of Norway 
Genghis Khan 

William the Conqueror 

Joan of Arc 

ENG 

Jan Huss 

Frederick Barbarossa 

William Wallace (Braveheart) 
The Black Prince 

Alexander Nevsky 


Lamerlane 


«EERE EERE CE 


« € « « « € € 


| v 
\ 


Ad 


Official Strategies & Secrets” to 
AREA \licrosoft® Age of Empires® LL: The Age of Kings” 


4 Geonomu 


The economies of Europe were largely wrecked by barbarian migrations. 
Had to restart after 400 to 500 AD, relearning lost technologies. 


Fits in well with the resource gathering /building/ acquiring technology model 
of AOE. 


Peasants were fixed with the land; goal of many was control of land and peasants 
and the wealth they produced. 


Economies at first were agricultural but manufacturing and trade became more 
important gradually. 


Iron working spurred by weapons and armor making. 


The skill of writing almost disappeared in Europe until salvaged and encouraged 
by Charlemagne. 


== ‘Fechnologu 


Much of the AoE tech tree can carry forward because these things had to be 
relearned. 


Stuff that disappears: chariots, elephants, hoplites, phalanx, basic farm, storage 
pit, academy, 


New stuff: longbow, crossbow, stirrup, lance, musket, cannon, banking, overland 
trade, religious orders, religious relics, siege towers, boiling oil, caltrops (anti- 
cavalry device), pike, spices, warrior monks, caravans, monarchy, parliament, 
chivalry, reformation (freedom from Papal interference), ransom, university, 
alchemist, mines, roads, castle, blacksmith, forge, armorer, grist mill, church, 
monastery, cathedral, cloth making, fair, tournaments (training). 
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Gion 

The message of Christianity was powerful in Europe following the turmoil of the 
Dark Ages. 

Message of Mohammed similarly powerful in Arabia and Near East. 

People of all strata sought salvation in the next life. 


Monasteries became enclaves of learning, healing, sanctuary. 


Relics and churches (cathedrals) became large attractions for pilgrims; brought 
economic benefit. 


Kings and other leaders had to be careful in dealing with the Pope and stay within 
his rules —risked excommunication. 


Cathedrals in Europe were tremendous undertakings that took 100+ years to 
build in some cases. (Wonder) 
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GETTING NOWHERE PAST? 
Let SYBEX save the day 


with in-depth, hardcore strategy guides 
written by the best gamers in the business. 


Sybex Strategies & Secrets 


Super-powered strat guides for serious gamers. 


For up-to-date info on the latest Sybex guides, go to: 


http://www.sybexgames.com 
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THE AGE OF KINGS 


Strategies and Secrets 
Straight from 


the Games Creators! 


n this sequel to one of the most celebrated strategy games of 
all time, vour choices are simple: expand or he conquered. Spanning 
a thousand years, from the fall of Rome through the Middle Ages. 
Age of Empires II: The Age of Kings is an epic adventure that puts 
vou in command of one of thirteen mighty civilizations. World 
domination ts within vour grasp as you build your empire, push 


hack vor borders, and crush all opposing forces. 


For the strategic tips and tactics you'll need, turn to the ultimate insiders 
guide to Age of Empires IL. With the help of the game's co-designer, Bruce C. 
Shelley, along with some af the world's greatest Age of Empires players, the 


world will be yours. 


INSIDE YOU LE HIND 
« Detailed walkthroughs for every single-player campaign 


« Hardenre multiplayer tactics that show vou how to crush your enemy and 
coordinate vour efforts 


« Expert strategies for ensuring economic growth and military dominance 

« In-depth analyses of all thirteen civilizations 

« An exclusive look behind the scenes at Ensemble Studios, written hy the 
games co-designer 

The Ultimate Insiders Guide to the Most 

Anticipated Strategy Game of the Year! 
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